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TO 



THE KIGHT HONOURABLE 



LORD HENRY SEYMOUR. 



MY LORD, 

Allow me to express my thanks for 
yoar Lordship's condescensioD, in permitting me 
to place the present work under the protection 
of a Chess Player so eminently skilled in the 
game as your Lordship. 

My object has been to facilitate the know- 
ledge of this celebrated game, and to increase 
the number of its admirers and good players :-— 
if I should be tnought, by your Lordship, to 
have succeeded in my effort, I shall be amply 
gratified. 

I have the honor to be, 
my Lord, 
your Lordship's most humble, 

and most obedient Serrant, 

■ 

W. LEWIS. 

Natnu SireH, Soho, 
March, 1819. 



PREFACE. 



Greco has been justly celebrated as a first-rate 
player, and his work is considered by good judges as 
exhibiting great skill and ingenuity, and abounding 
with brilliant and instructive situations. It has been 
for some years rather scarce ; I have, therefore, thought 
it would be rendering no unacceptable service to the 
amateurs of Chess, to publish a translation of it with 
such improvements as I was capable of making, and 
which the work seemed to me to require. 

With this view I have examined all the games very 
attentively, and where it has appeared to me that either 
party plays inaccurately, I have suggested other mov^s 
in notes at the bottom of the p^ge. These notes will 
be found very numerous, and I hope may prove of 
service, not only to beginners, but even to those who 
are moderately skilled in the game. 

It does not often happen that Greco's method of 
attacking can be much improved, for in that part of 
the game he is eminently skilful, but the like praise 
cannot be given to his system of defence ; it must, in- 
deed, be evident that as most of his games are won by 
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brillimil ini>vi'S, ihc defence i.i necessarily imperfect. 
This is,howc'vcr, not ilic only fault in his work ; in many 
of his games the uttack is founded on bad play,theparty 
who %vins making the first bad move, which succeeds 
only because bis adversaiy plays worse : it ia, there- 
fore, rn-ijnenlly dangerous tn adopt his attack, because 
the adversary by playing correctly would have the best 
of the game ; this is, however, far from being the case 
in all his games, in his gambits, particularly, the second 
player generally makes the lirst mistake. 

Greco has paid but little attention to the arrange* 
nient of his games. I have endeavoured to remedy 
this by clausing together those games which have simi- 
lar openings, so tlial tiiey may the more easily be re- 
ferred to. 

Instead of tlistingutslting each chapter in Greco as 
a separate game, I have preferred calling many of 
them (what, in fact, they are) variations of a preceding 
game : the moves, as far as the commencement of the 
variation, arc priuted in italics, or the position of the 
pieces shown on a diagram. 

In order to publish the work at a moderate price, 
it has been printed in double columns, with a small but 
neat type, so that it contains, at least, as much as many 
Chess books of double the size; the abbreviations used 
arc chieHy in the names of the pieces: thus, K. stands 
for King; Kt. for Knight; Q. for Queen, &c. &c. 

Throughout the work the second person is used to 
denote the player of the White, and the third person 
the player of the Black pieces. 
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The following account of Greco is chiefly extracted 
from Mr. Twiss's entertaining work entitled *^ Chess/' 

GiOACHiNO Greco, commonly called the Cata" 
broisy from Calabria, the place of his birth, was of very 
low extraction. Having accidentally learned the game 
of Chess, he improved so rapidly that Don Mariano 
Marano, a celebrated player, being informed of his 
aptitude for Chess, took him to his house, and, under 
his tuition, Greco improved so much as nearly to equal 
his master. 

Tlie following account of him is given by Bayle in 
his Dictionary. 

** Gioachino Greco played at Chess so skilfully 
that it cannot be tliought strange that I consecrate to 
him a little article. All those who excel in their pro- 
fession to a certain degree, deserve that distinction. 
This player did not find his match any where. He 
went to all the courts in Europe, and signalized him- 
self tliere at Chess in a most surprising manner. He 
found famous players at the court of France, such as 
the Duke of Nemours, Mr. Amaud, Chaumont, and 
La Salle; but though they pretended to know more 
than others, none of them were able to play with him^ 
nor could they cope with him altogether. He was at 
Chess a bravo, who sought in all countries some fa* 
mous knight with whom he might fight and break a 
hnce, and he found none whom he did not overcome.^' 

This is certainly an exaggerated account of his 
skill, as we know from Salvio that he was rather in- 
ferior to Marano and other Italian players. 




In the Mercure Gatant for June, 16S3, appeared 
t}ie following lines addressed to Greco on his skill in 
Oiesa. 

" A peine dans la cariiire 

Conlre moi tu fain un pss. 

Que par la il^marche Wre, 

Tom mcs projcU >ont i baa : 

Je vois db que tu t'avances. 

Cider toula inei defeases, 

Tomber tous mes champions; 

Dans ma resistance vaine, 

Roi, Chevalier, Roc et Rejne, 

Sont moindre que tes Rom-" 
The first English edition of Greco was published 
in London by Herringman, in 1656; it is very im- 
pe^ect. 

In 1750 another edition, in S4mo, was published, 
entitled, " Chess made Easy, or the Games of Gio- 
achino Greco the Calabrian, with additional games 
and openings, illustrated with remarks and general 
rules. The whole so contrived, that any person may 
learn to play in a few days without any farther assist- 
ance." Let not any one be led, by this promising title, 
to suppose that so difficult a game as Chess is to be 
learned in a few days ; considerable practice is neces- 
sary to form even a moderate player, but to become a 
first rate player, genius and much study are indispen- 
sable re<]ui sites. 

This edition has a print as a frontispiece copied 
from a very fine one in small folio, from a picture of 
ibe same size by C. D. Moor, it represents an old man 
and a young one silting and playing at Chess; a man 



IX 

standing with a wine glass in his hand overlooking 
them ; a guitar hangs against the wainscot ; the dresses 
and furniture are such as were in use in the sixteenth 
century. 

The additional games and openings mentioned in 
the title are chiefly from Philidor. 

In 1752 a French edition of Greco was printed in 
London ; it does not differ materially from the Paris 
edition. 

Greco died in the East Indies at an advanced age* 
Many of his games have been copied by succeeding 
writers, and his skill in attacking has been very gene- 
rally admired by those authors who have mentioned 
him. 

I cannot conclude without expressing a hope that 
the present work may prove serviceable to the young 
Chessrplayer, and not undeserving the attention even of 
the scientific amateur ; my earnest desire has been to 
facilitate the knowledge of a game to which I have 
devoted the greater part of my leisure hours. 




While. Black, 
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# 



H Roob. 
M0 Bishop. 
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GRECO 



ON 



THE GAME OF CHESS. 



^(r»t ffiame.* 



WHITS. 

1. K. P. two squares 

2. K. Kt to K. fi. third square 

3. K. B. to Q. B. fourth sq. 

4. Q. B. P. one square 
6. Q. P. two squares 

6. Q. B. P. takes P. } 

7. Q. Kt. to Q. B. third sq.§ 



BIACX. 

1. K. P. two squares 

ft. Q. Kt to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third sq.f 
6. K. P. takes P. 

6. K. B. checks at adv. Q.Kt. 

fourth square 

7. K. Kt. takes K. P. 



* Tbe altack in this guae and tbe TariotioiiSy affcer the Black's idnth 
is remarkably well played. 

t Thb mofe is generally played, it is not in my opinion equal to Q. to 
K. second square. 

X Instead of thb more yon should play K. P. one square. 

§ It would be better to play Q. B. to Q. second square, and if Bhck 
take It, yon must take K.B.wUh Q.Kt defending the K. P. Bbu:k would, 
k pw t f tJ, then have at least as good a game as the White by adrandng the 
Q. P. two squares. 

B 




a. K. casild 8. K. Kt take* Q. Kt> 

9. Q. Kl p. take* Kt 9- K. B. ukei P.f 

10. Q. to Q. Ku third tquaret lO- K. B. take* Q. R.$ 

11. K. B. UkM K. B. P. and il. K. to K. B. square 

18. Q. B. to ad*. K. Kt. fourth 12. Q. Kt. to K. Mcond square 



14. K. B. to adr. K. Kl thiid U. Q. P. two aqmret 

15. Q. to K. B. third aquare IS. Q. B. to K. B. fourth aq. 

and check a 

16. K. B. takes Q. B.% 16. it. & take* K. Kt»» 
IT. K. B. to ad*. K. third *q. IT. K. B. to its third square 

checking vrilh the Q. 
IB. Q. B. take* K. B. 18. K. Kt. P. takes Q. B. 

ig. Q. takes P. and checks ig. K. to his tquare. 

•JO. Q. checkmates at ad*. K.B. 

second tquaie. 

• Bbck ou^t ID t^e the Kt »ith tbe E. B. and tbeo plaj Q. P. iwa 
tquaiw or caMle. 

t It wooM be bettra to RmoTC tbcK.B. to K. Kctod sqaare, or (a phj 
Q. P. two siiuant. 

t This move dedde* tbe game in yaai (t.-nax ; mne tmt ■ good pl^er 
wodd inn the Rook n priic of tlie B. 1 the attack U, howerer, fate- 
•iidUe. 

f In a *Biistkm the B. takes Q. P. 

n E. R. to K. ■quare iroald ulso via Ibe gune. 

f Ibb moire tbewi hm much better it wai on tbe Ibimeenth nDre (0 
pU; the K. B. to ad*. K. Kt. tbird dtto Id ad*. E. R. Ibonh aqnue. 

" If he were to nore the K. to hit square, jtn mnsi dieek with K. B. 
ai Us E. Kt. third sqaare, and tbcD i^wkiailT with Q. at his K. Ba secood 



FIRST VARIATION, 

BlOlllllIMG AT THS THIRTBEMTH MOTB OF THE BLACK. 

VMttton of He 9ifti$. 







BLACK. 

13. Q* P- two squares 

14. Q. B. to K. B. fourth sq. 

15. K. Kt P. one square • 

16. K. to his square. 



WHITB. 

14. Q* to K. B. third square 

15. K. fi. to adv. K. third sq. 

16. Q. B. to adv. K. R. third 

square and checks 
17- K* B. checkmates at adv. 
K. B. second square. 



* If Black instead of this move were to plaj K« R. P. one square, jou 
must take his Q. B. withK.B.&c 



SECOND VARIATION, 

BIOiaaiH« AT THE TWUJTa MOVE or TKE SIACK. 




IS. Q. Ki. uLes P. at adv. Q. 
foorlh square * 
13- Q. to Q. R. Ihinl tquare 13. K. uke> K. B. 



andchecki 

14. Q. B. takes Q. 

15. K. K-UkesK-B. 



14. K.R.ukaQ. B. 

15. Q.Ku toadv. QB 



* This iia TCTj bad more.uiteiidnidj cimei Ibe Iom uf tlw ^ecn. 
t Tbu ii (In (crj bad pbj, u be towi (be Kt. immolialelf. 



WHin* 

16. Q. to Q. Ku third square 

and checks 

17. Q. takes Q. Kt. and will 

win. 



BI.ACX. 

16. K. to K. B. square. 



THIRD VARIATION, 

BIOlllinilG AT THE TENTH MOVE OF THE BLACE. 



1. K,P* two squares 

2m K. Kt. to K. B. third square 

3. K.B.toQ, B. fourth sq. 

4. Q. B, P, one square 

5. Q. P. two squares 

6. Q. B. P. takes P. 

7. Q^ Ki* to Q. B, third square 
8* £k» ca stle s 

9. Q. KL p. takes Kt. 

10. Q. /o Q. JKf. third square 

1 1. K. B. takes K. B. P. and 

checks 

12. Q. B. to adv. K. Kt. fourth 

square 

13. Q. R. to K. square * 

14. K. B. to adv. K. R. fourth 

square 

15. K. Kt. to adv. K. fourth sq. 

16. Q. R. takes Kt. 



1. K, p. two squares 

2. Q. Kt. to Q. B. tlard square 

3. K. B. to Q. B. fourth sq. 

4. K Kt. to K. B. third square 
6. K P. takes P. 

6. K. B. to ado. Q. Kt. fourth 

square and checks 
7- K. Kt. takes K. P. 

8. K Kt. takes Q. Kt. 

9. K. B. takes P. 

10. K. B. takes P. 

11. K. to K. B. square 

12. K. B. to its third square 

13. Q. Kt to K. second sq.f 

14. Q. Kt. to K. Kt. third sq.J 

15. Q. Kt. takes Kt. 

16. K. Kt. P. one square 



•j 



* Tliis is a very good move, as it confines the advenaiy's pieces, 
t If he play K. B. to K. second square. White may take tlie K. B. with 
Q. R. and then play K. R. to K. square. 

X In the firarth variatxA he moves Q. P. two squares. 




SECOND VAaiATION, 

SBOUmitO AT THE TWELFTH MOVE OF TRS ELME. 

9Mitim tttt^9utn. 




13. Q. lo Q- R. third iquare 

and checLi 
H. Q.B. takes Q. 
IS. K. K. lako K. B. 



IS. Q. Ki. ukcs P. at adv. Q. 
fourth aqutre * 

13. K. tabct K. B. 

14. K. R.uk«aQ. B. 

15. Q. Kl to adv. Q. B-teeond 



* Thii »B icry Iwd iihitf,u it tvidrntt; ciiuatbe k>uiif (ba Q 
1 1liU ii ■!» f rrj bad fUy, u he lose* ihc Kt. inmcdialclj. 



WHin* 

16. Q. to Q. Ku third square 

and checks 

17. Q. takes Q. Kt. and will 



BI.ACX. 

16. K. to K. B. square. 



win. 



THIRD VARIATION, 

BIOlllimfG AT THX TINTH MOVE OF THE BLACK. 



1. K, P. two Scares 

2. K. Kt, to K. B, third square 

3. K.B.toQ. B. fourth tq. 

4. Q. B. p. one tptare 

5. Q. P. two squares 

6. Q.B.P. takes P. 

7. Q^ Ki* to Q,B, third square 
8* A. ca stle s 

9. Q. Kt. p. takes Kt. 

10. Q. to Q.Kt. third square 

1 1. K. B. takes K. B. P. and 

checks 

12. Q. B. to adv. K. Kt. fourth 

square 

13. Q. R. to K. square * 

14. K. B. to adv. K. R. fourth 

square 

15. K. Kt to adv. K. fourth sq. 

16. Q. R. takes Kt. 



1. K. p. two squares 

2. Q. Kt. to Q. B. third square 

3. K. B, to Q. B, fourth sq. 

4. K. Kt, to K. B. thirdsqmre 
6. K p. takes P. 

6. K B, to ado. Q. Kt. fourth 

square and checks 

7. K Kt. takes K. P. 

8. K. Kt. takes Q. Kt. 

9. K. B. takes P. 

10. K. B. takes P. 

11. K. to K. B. square 

12. K. B. to its third square 

13. Q. Kt to K. second sq.f 

14. Q. Kt. to K. Kt. third sq.J 

15. Q. Kt takes Kt 

16. K. Kt. P. one square 



ft 



* Tliis is a very good move, as it confines the advenaiy^s pieces, 
t If he play K. B. to K. second square. White may take tlic K. B. with 
Q. R. and then play K. R. to K. square. 

X In the fourth variatxA he moves Q. P. two squares. 



17. Q. B. cfaeck* U adr. E. R. 17. K. B. inierpoae* 

third tquare 
IB. Q. R. checks at adr. K. B. IB. K. Kl P. takes Q. R. * 

fourth square 
19. Q- to adT. K. B. second sq. 

and rhfcktnat^r 



FOURTH VARIATION, 

Mounmrc at the fovstbkmth motb or thi thikd vabiatiom. 

VMitufl of qc Vitt». 




f If be plaj K. tu K. Bccond tqiiuT, jou niut cbrck wilJi K. A. u 
'tth Q. al bii Q. fourth (quuc 



15. Q. R. takes Q. Kt 

16. K. R. to K. sq. and checks 

17. Q. to Q. Kt fourth square 

and checks 

18. R. to adv. K. square checks^ 
wins the Q. and the game. 



ALACK. 

14. Q. P. two squares 

15. K. takes Q.R.* (OA) 

16. K. to K. B. square {Or fi) 

iOrC) 
17* K. to K. Kt square. 



(Or A) 



16. K. R. to K. square 

!?• Q- to Q. Kt fourth square 

and diecks 
18. K. R. to adv. K. sq. checks^ 

wins theQ. and the game* 



15. Q. takes R. 

16. Q. to Q. second sq. (Or D) 

17. K. to K. Kt squarcf 



(OrB) 

16 K. to Q. second square. 
17. Q. takes Q. P. and check- 
mates. 



* If the BbdL take the R. with the B. joa most take the B. and thn 
play R. to K« squre. 

t If the Q. interpose at her third square, White will checkmate with 
AelL 




(OrC) 




17- Q. B. to K. B. fbunb iq. 

•nd cheek* 
18. a. to Q. B. sq. and checki 
If). Q. Uket Q. P. and dMckt 
SO. Q. to adT. K. B. MCODd iq. 

and checknuto. 



16. K. to Q. third square 

17. K. toQ. B. third tquue 



IS. K. to Q. ■> 
19. K. to K. M 



(OrD) 
Voftitionof t)r9ifff». 




WHTTB. 

J7- K. Kt to Q. fourth square 
18. Kt. takes Q. B. and checks 
ig. Q. takes Q. P. 
SO. Q. to Q. Kt. third square 
21. Kt Ukes K. B. and checks 
with the Q.* 



BLACK. 

16. Q. B. to K. third square 

17. K. B. ukes Q. B. 

18. K. to K. Kt. square 
19* Q* B. P. one square 

20. Q. to K. B. third square 

21. K. to K. B. square 



* Iiutrnd of this more, joa ooght to play the Kt to adversary^ Q. 
«qaare, and Bhrk woold be checkmated in two mores. 

C 
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WHITB. aucB. 

iS. Q. to Q. Kt fbitnh (qnare S£. K. to K. Kr. >quare 

snd checki 
93- K. B. to adv. K. B. tecond £3. Q. Ukei K. B. 

iquate aod checks 
S4. Kt lakes Q. and will win. 



jbcconlr Ssnu. 



I. K. p. two •qnarea 

5. K. Kl to K. B. thinl squan 

3. K. B. lo Q. B. fbufth iqaaR 

4. Q. B. P. one tqnaie 

6. Q. P. two ■qnare* 
6. Q. P. taket K. P. 



1. K. P. two tqnarei 

9. Q- Kt. to Q. B. tbiid tq. 

3. K. B. to Q. B. Iboith «{. 

4. K. Kt. to K. B. third sq. 

5. K. B. to Q. Kt third iq." 
«. K.Kt takes K.P.t 



* Black Vita Ibe paae bj tlu« acnt, be onghl to ban taken the Q. P, 
t Black hai three other wajs cf pla3iiiig, tu. 

Kd. 1. K. Kt. Id K, R. fourth squuc 

f . K. Kt. to mir. K. Kl foarth >qnre 
3. K. Kt. to its tqpuxt. 
Ho.1. 

6. K.KLtliK.B.finitb>qDan- 
7. K. R tdie* K. B. P. aiid clieckt 7. K. lakra K. B. 
B. K. Kt to adtji, Kc Ibnith iq. 
and checks. 
If Black pla; the K. lo K. Kt tfainl sqnair, White «UI (pMliJ; win 
the lame b; [dajiiig Q. to K. Kt Iburth aquuvi if Bbck pkj the K. to 
K. Kt KpHTe he will be chcckmaled in two atata, and if be p^ Ac K. 
riKwbcn, WUlc will take Ibe Kt. and b*Te Ibe bat of the ywe. 



\l 

WBm. BLACK. 

7. Q. to adv. Q. fourth square 7* K. Kt. takes. K. B. P. 

8. Q. takesK.B. P. and checkmates, but if the Black had not 

taken the K. B. P. he would not have been checkmated, but 
would have lost only the Kt. 

No. 2. 

6. K. Kt to ad?. K. Kt. fourth iq. 

7. K. B. takes K. B. P. and checks. 

If Bbck K. take the B. White will check with the Kt and then take 
K. Kt, therefore, 7. K. to K. 6. aquars 

8. If oit authofs on Ches^ reoomnieixl the White in this atoation to caade, 
I do not however think it the best move, as the Black maj tbeo take 
the K. B. P. with the Kt and if the Wliite exchange the R. for the 
Kt and B.» Black may take the K. B. with safety ; I am of opinkm, 
that the White, instead of castling, should play 

Q. B. to adv. K. Kt fourth sq. 8. K. B. takes K. B. P. and checks 

(Or A) 
9. K. to K. second square 9. Q. Kt. to K. second square 

10t» Q. to Q. Kt third square 10. Must remove the K. B. fai order 

not to lose a piece by Whiter 
advancing K. R. P. one square. 
11. K« B. to adr. K. R. fourth sq. and wins a piece with a very power* 
lol attack. 

(Or A) 

8. K. Kt takes K. a P. 
9. Q* to Q. Kt third square 9. Q. Kt. to K. second square 

10. K. B. to adv. K. R. fourth sq. 10. K. Kt P. one square 

11. K. R. to K. B. square 1 1. P. takes K. B. 
IS. K. Kt to Q. fourth square 12. K. B. takes Kt 

13. B. takes B. and will afterwards take the Kt. and have decidedly the 

best of the game. 

No 9. 

6. K. Kt to its square 
7. Q. B to adv. K. Kt fourth sq. 

If Black interpose the K. B. P. White wiU take the P. intb the 

P. and Black being obliged to take with the K. Kt P. will evidently have 

• bad poritkm with a Pawn less ; if he play Q. Kt. to K. second square^ 

White will gain a Pawn by playing Q. to Q. Kt. third square ; the best 

flKive for the Black is K* Kt to K. second square. White has notwitb- 

slanding much the best of the gMoe. 



m 

\ 




H^Ua (Sanu. 



nUlTB. BUCK. 

I. K. P- two K|UBre« I. K. P. two aquito 

'J. K. Kt. to K. B. third sq. 2. Q. Kt. to Q. B. third m). 

3. K. B. to Q. B. fourth sq. 3. K. B. to Q. B. fourth iq. 

4. Q- B. P. one tquarc 4. Q. to K. second Mjuue 

5. K. oMlea. S. Q. P. one square 

6. Q. P. two Njuarea 6. K. B. to Q. Kt. diird iq. 

7. Q. B. to adr. K. Kl. fourth 7- K. B. P. one »quare • 

S. Q. B. to K. R. fourth iq. 8. K. Ku P. two squatest 

9. K. Kt. take. K. Kt. P. g. P. takn K. Kt. 

10. Q. to adv. K. R. fourth iq. 10. K. to Q. second square 

and checks 

11. Q. B. takes P. II. Q. to K. Kt. second aqiuR 

CO A) 

13. K. B. to adv. K. third sq. 12. K. take) K. fi. 
and checks X 

13. Q. to adv. K. >q. and checks 13. K. Kt. mterpoaes.$ 

14. Q. P- one tq. and check> 



(Or .\) 

11. Q. to K. B. square 
18. K. B. to adv. K. B. second IS- K. P. takes Q. P. {Or B). 

13. Q. to K. Kt. fourth square 
and checkmates. 

■ It would be better ta pl>; K. Kt. to K. B. third iqaBrr. 
t This appnn to be a good moiei it is howerer 'cry oceptknable, u 
h enables the Wbite to obt«n a ler; iiroug attack by lactifldDg the K. Kt. 
t This is a vtr; tkitfiii Dure. 
fit isof MODusequenoe whkbpieceinteipana. 



IS 



(OrB) 




13. Q. P. takes K. P. 

14. R. to Q. square and checks 

15. K. B. to adv. K. square and 

checks 

16. Q. B. to £. third sq. and 

checks 

17. Q. Kt« P. one square and 

checkmates. 



BLACK. 

12. Q. Kt. to K. second square 

13. Q. P. takes P. (Or C) 

14. K. to Q. B. third square 

15. K. to Q. B. fourth square 

16. K. to adv. Q. B. fourth sq. 




(OrC) 




14. Q. B. to K. R. fourth iq. 

15. Q. P. one tq. Bnd checks 

16- K. B- to adv. K. iqiure, 
check*, and wiiu the Q. 



U. K. R. P. one square 

14. K. R. to iu second sqoue 

15. K- lo Q. B. tbiid iquiR 



{»D) 
VMfttonttltrV 
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1 



16. K. P. one tquare 

17. Q. to K. B. third iqiuTe 
IB. Q. a P. one tquan 

ig. Q. to Q. R. thin) iqure 
fa K. B. uke» K. Ku 
31. Q. B. takes Kt. *nd will 
win the game. 



K. to Q. iquare 

Q. P. one iquare 

Q. B. P. one iquBre 

K. to Q. B. *eoond square 

K. to Q.Kl square (OE) 

Q. ukei B. 



(OrE) 









im-i I 



■-^j/-^/A\ 



19. Q. B. P. one square 
BO. P. latet Q. P. 20. Q. Kr. takn P. (ft- F^ 

SI. Q. to Q. Ihinj aquare SI. R. Uka K. B. 

SS. Q. take* Kt. ss. K. R. la adv. K. B. rounh 

iquare 
B3. P. to adT. K. •econd M)nK S3. Kl ukcs P. 
24. Q. to adT. Q. third aqtiite 
and check males. 
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(OrF) 
t)o0ttion of tt)e VtrcfS* 



mmtttm 



mttMi 




WOtTE. 



21. Q. B. to K. Kt. third sq. 
92. ^. takes Q. Kt. 
23. (^. to Q. Kt. third square 
£4. P. to adv. K. second square 
25. P. to adv. Q. third square 
and checks 



BLACK. 

20. Q. Kt. to K. B. fourth sq. 

21. Q. Kt. takes Q.B. 

22. K. R. to K. Kt. second sq. 

23. K. R. P. one square 

24. Q. takes K. B. (Or G) 

25. K. to Q. second square * 



• If the Bbck play the K. to Q Kt. square. White vould exchange 
Queens, and then advaooe the P. to Queen. 



St). Q. to BdT. Q. Kt fborth 26. K. to bit tbiid tqaue 

■quare aad obeckt 
87- P-one«quare,becoaiMaQ. tj. Q t«ke« Q. 

andcbccki 
S8, Q. take* Q., cbe^t, and will win tbe guae. 



(OfG) 
VMiUnsftVViMW- 




84. Kt. takn P. 
25. P. to adr. Q. third •qoarc 85. K. to Q. lecond •qnre 

and checks 
S6. Q. to adv. K. third xjuare Sfi. K. to Q. •qoare 

and checki 



»9 



WHITX. 

27. P. takes Kt and checks 
S8. R. to Q. square and chedct 
99. Q. takes Q. and diecks 

30. K. R takes P. at adT. K.R. 

fbmth square 

31. K. B. to its third square 
39. B. takes B. 

33. K. Kt P. one square 



34. K. B. p. two squares and will win. 



BLACK. 

27. Q. takes p. 

98. Q. R to Q. second square 

29. K. takes Q. 

3a Q. R. to K. Kt square 

31. Q. B. to its third square 

32. P. takes B. 

33. R. to K. Kt fourth square^ 



FIRST VARIATIOK, 

BSOmmiG AT THB TEWTH MOTB OF THB BLACK. 



!• A- It* two sfuores 
2. K^KL to K.B. third tpun 
S. K.B.to<l B.faurtksq. 
4. <lB,P.ame9fuare 
6m K. €ude9 
6b Q, p. tufo sgwweg 
7^ <l B. to ado. K Kt.JmBrth 
tqtiare 

8. (lB.ioE. R.foiarihiq. 

9. K.Kt.take$K.Et.P. 

10. Q^toado. E. JL fiurth sq. 

11. Q.B.takesP. 

If. Q. to adr. K. R. third sq. 

13. K. B. P. two squares 

14. K. P. one square 

15. K. to K. R. square 
10. P. takes K. Kt 



1. E P. two sfuant 

2. d Kt. to d B. tkkd sfware 

3. KB, tod B.fowik sq. 

4. Q. to K second sqwire 

5. Q. P. one square 

6. KB.todKt. thirdsquare 
7* K B. P. one square 

8. KKt. P. two squares 

9. p. takes Kt. 

10. K. to Q. square 

11. K. Kt to K. B. third sq. 

12. K. R. to K. B. square 

13. K. P. takes Q. P. 

14. P. takes Q. B. P. and 

checks with K. B. 

15. P. takes Q. Kt. P. 

16. P. takes Q. R. and becomes 

aQ.(OA) 




17. P. takes Q. and check* 17. Ku Uke» P. 

18. Q. Ukci K.R. and (^tecki 18. K. U> Q. ucoikI iquMa 

19. K. B. to adv. Q. Kl fourth ig. Q. Kt to Q. B. third p}.* 

iqiure and check* 
30. Q. to adr. K. Mcond equate and checkmatei. 



(Or A) 
VMfttniift|tV(ttn. 




* If he iuleipiBc ih« Q. B P. ;oa should Mke the KL whh the (). Mtd 

19. K. to Q. third tqura 
ao. R. to K. iquare uid chrckt M. K. 10 Q. iborth sqnre 

tl. Q. toadr. K B. Hcond square 91. K.loQ.B. fbUTtfa W tO aAr. Q. 

■ml cbecki tiNirtb Hivara. 

tt. Q. to Q. El liiarlh •qoire and cbeckmita. 
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17. Q. takes R. 

la. Q. takes Q. at Q. R. sq. 
19- Q- & ^ci Q. and checks 
20, 



. Q. & takes Q. and checks I9. K. takes 
). Q. Kt to Q. B. third square and will win. 



BLACK. 

16. R. takes P. 

17- P- takes Q. R. aud becomes 

18. K. B. to adr. Q. fourth sq. 

19. K. takes Q. B. 



SBCONB VARIATION, 



WWimilHO AT TBS TENTH MOVE OF TBB BLACK. 



1. K* P» two sfuam 1- 

2. K. KL UK.B. ihMsq. 2. 

3. if. B. lo Q. B.fimik sy. 3. 

4. Q. jB. p. one Ignore 4. 

5. K.ctttHet 5. 

6. ^ P, two sfuam 6. 

7. Q. B. io Q^. K. Ki. fourth 1. 

square 

8. Q. B. io K. R' fourth uf. 8. 

9. if. KL taka K. Ki. P. 9. 
10. Q. io ado. K. B. fourth sq. 10. 

anddMu 

ll^Q. B.takesP. ll. 

12. Q. to K. B. third square 12. 

and checks 

13. K. B. takes K. Kt 13. R. takes K. B. {Or B). 

14. Q* to ad?. K. B. third square and checkmates. 



K' P* iwo aquera 

Q. Ki.io Q. B. liMifu 

JT. B. io Q. B.fmrtk sq. 

Q. io K* second square 

Q. P. ome square 

K. B. to Q. Ki. OM square 

K* B. P. one squgre 

K- Kt. P. two squares 

P. tola Kt. 

K. to K. K square 

Q. to K. square ' 

K. 10 K. Kt. second square 



COrB) 
VMdiniiftltV 



iKiU'tt'lEi^ 
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I*. Q. P. one iquaR 

15. Q. B. loadT. K. B. ibird iq. 

16. Q. Kt to Q. ircond tquue 

17. Q. B. take* K. R. 
IS. Q. Kl Uket Q. 

!!>■ K. R. P. one tquare * 
SO. Q. B. P. one Bquare 



13. K. ttkei K. B. 

14. Q. Kt. lo K. lecoiid iqouB 
16. Q. (0 K. B. Mcnild iqaue 
l6. K. R.P.oiM*qau« 

17- Q. ttke* Q. 

18. K. taka Q. B. 

19. Q. B. to Q. tecoDd Kftan 
to. K. B. lo adv. Q. fmiob iq.t 



* Tbe object of tlu and the neil mine of Ibc White ii to coofae Ike 
diMwrj1Q.B. 
t TU ii not ■ |ood Bon, it mold be bMtn Id hrinf tbe B. Mo rlif. 
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SI. Q. Kt takes K. B. 
92. Q. R. to Q: tquiie 

23. K. B. P. two sqoares 

24. K. P. one square 

25. P. takes P. 

26. R. takes R. 

27. P. to adr. K. third aqoare 

28. P. to adT. Q. third square 

29. P. to adv. Q. second square 
30m P. to adr. K/jeoond square 
31* P. one square becomes a Q. 



BtACK. 

21. p. takes Q. Kt. 

22. Q. B. p. two squares 

23. Q. R. to K. B. square 

24. P. takes P. 

25. R. takes R. and checks 
26* K. to K. Kt. second square 

27. Q. B. to K. square 

28. Q. Kt. to Q. B. third sq. 

29. Q. B. 10 K. Kt. third sq.* 

30. Kt. takes P. 
and will win. 



;fwcib CEfatnf • 



1* K. P. two squares 
2. K. Kt. to K. B. third sq. 
d. K. B. to Q. B. fourth sq. 
4k Q. B. P. one square 
5. Q. P. two squares 
$. P. takes P. 

7. Q. Kt to Q. B. third sq. 

8. K. castles 

9. P. takes K. B. 

10. K. R. to K. square 

11. K. R. takes K. Kt. and 

checks f 



1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q.B. fourth sq. 

4. Q. P. one square 
6. P. takes P. 

6. K. B. to adr. Q. Kt fourth 

square and checks 

7. K. Kt to K. B. third sq. 

8. K. B. takes Q. Kt 

9. K. Kt takes K. P. 

10. Q. P. one square 

11. P. takes K.R. 



* Bbck should take the Pawn with the Q. B^ yoa would howerer, 
even then, eaiUy win the gsme. 

t It wonki be better to take tbe P. with K B. and then play K. Kt to 
adv. K. Kt Iburth square, and afterwards K. B. P. one square. 



u 



WHITB. 

12. K. Kl to adv. K. Kt. fourth 

•qBire 

13. Q. to adr. K. R. fourth aq. 

14. K. Kt takes K. R P. 

15. K. Kt takes K. R. P* and 

checks 

16. K.KttoadT.K.R second 

square and checks 
17* 0* to adr. K. R. square and checkmates. 



BLACK. 

13. K. castles « 

13. K. R. P. one square 

14. Q. to K. B. third sq. (Or A) 

15. K. to K. R. square 

10. K. to K. Kt square 



(Or A) 
Vofittmt of tl^f Vifces. 



L 







* CastKng is not good play, it would be better to move Q. to K. second 
square. 



^ 



15. K. B. takes K. R. and 

checks 

16. Q. B. to Q. R. third sqoare 

and checks 

17. K. B. to Q. Kt. third sq. 

18. Q. to adv. Q. fourth square 

19. Q.B.ukesP. 
SO. Q. to adv. K. Kt. square and checkmates. 



BIAGK. 

14. K. R. takes K. Kt. 

15. K. to K. B. square (Or B) 
iOrC) 

16. Q. Kt to K. second sq. 

17. Q. to K. square 

18. Q. B. P. two squares 
19* Q. R« P. one square. 



(OrB) 

Voftttum of t|e Vtecn. 




15. K. to K. R. MoaoA •qme 
16. Q. B. Ukes K. R. P. 1& P. akes Q. B. 

i;. Q. to adr. K. Kt third iq. I?. E. u K. EL tqnue. 

■oJcbeckt 
18. Q. ukcs K. R. P. uid ehecknute*. 



(Ore) 



16. Q. B. akf K. R. P. 



16. K. to K. R tqiure 
16. Q. B. to >dv. K. Kt fi 



17. 



Q. B. Ukcs K. Ku P. acid IT. K. takes Q. B. 



18. Q. toidr. K. Kl tbiid *q. 1& E.toK.B. iqnaM 

andcbeckt 

19. K. B. to Q. Kt. third iq. ig. Q. to K. aquare * 
SO. Q. to adT. K. Kt. tq. and SO. K. to hit tecond tqiun 



check! 
91. Q. lake* Q. B. 
S2^ R. to K. iqiuTe 
S3. R. takd P. and will 



£1. K. to Q. iqiuic 
SS. K. P. one aqaare 



1. K. P. two tqnajca 

3. K. Kt. to K. B. thiid iq. 



1. K. P. two tqoant 

Z. Q. Kt. to g. B. third iq. 



* If Bbck pbj Q. to ber MCMid «] 
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WBITI. 

3. K. B. to Q. B. fourth sq. 3. 

4. Q. B. P. one square 4. 

5. Q. P. two squares 5. 
6L P. takes P. 6. 
7* K. P. one square 7* 
8. Q. P. one square 8. 
Q. Q, P. one square Q. 

10. Q. to ady. Q. fourth square 10. 

11. Q. B. takes £. Kt 11. 
IS. Q. B. takes K. Kt. P. 12. 

13. Q. to her second square 13. 
li. Q. B. to adv. K. B. third square. 



BLACK. 

K. B. to Q. B. fourth sq. 
K. Kt. to K. B. third sq. 
P. takes P. 

K. B. to Q. Kt thiid sq.* 
K. Kt to its square f 
Q. Kt. to K. second sq. I 
Q. Kt to Q. B. third sq. 
K. Kt to K. R. third sq. 
K. R. to K. B. square 
Q. Kt to ady. Q. Kt fourth 
square 

> K. R. to K. Kt square. 

wins the Q. and the game. 



FIRST VARIATION, 



BBGINHIlfG AT THX NINTH MOTN OF THB BLACK. 



1. K. p. iwo squares 

5. M* Kt. to K. B, third square 

3. K.B.toQ^ B. fourth sq. 

4. <{. B. P. one square 
5* Q* P. two squares 

6. p. takes P. 



1. K. p. two squares 

2. Q. Kt. to Q. B. third square 

3. K B. to Q. B. fourth sq. 

4. K Kt. to K. B. third square 
6. P. takes P. 

6. K. B. to Q. Kt. third sq. 



* Blaek loses the game bj this nxrre, he ought to haye checked with 
die K. B. 

t If instead of this moye Black plaj Q. P. two squares. White must take 
the Kt» dien play Q. P. one square, and afterwards check with the Q. at 
K. seoond square, &C. 

I If he plaj the Q. Kt to Q. R. fourth square, yon must remove the 
K* B. to Q. third square, he will then be fixced (in order not. to lose the 
Q. Kt by your adTandng Q. Kt P. two squares) to play Q. B. P. two 
sqoarcs^ you may then pby Q. P. one square, and you will hare an excellent 
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WHITS. 

7. K' P- cne square 

8. Q. p. one square 

9. Q. P. one square 

10. P. Ukes P. 

11. Q. to adr. Q. fourth sq.* 

12. K. castles 

13. K. R. to K. sq. and checks 

14. Q. B. to adv. K. Kt fourth 

square 

15. Q. B, takes K. Kt. 

16. K. to K. B. square 

17. Q. B. to adv. K. Kt. fourth 

square 

18. K. takes K. B. 

19. K. Kt to K. R. fourth sq. 

20. Q. B. to adv. K. second sq. 

and checks 

21. Q. ukesQ. 

22. Q. to adv. K. R. third square 



WLkCMm 

7* if. Ki. to its square 

8. Q. Kt. to K, seamdsqmtre 

9. P. takes P. 

10. Q. Kt. to Q. B. third sq. 

11. Q- to K. B. third square 

12. K. Kt to K. R. third sq. 

13. K. to K. B. square 

14. Q. takes Q. Kt P. (Or A) 

15. K. B. takes K. B. P. and 

checks t 

16. Q. to K. B. third square 

17. Q. to K. Kt third square 

18. Q. R. P. one square 

19. Q. to K. R. fourth square 

20. K. to K. Kt square 

21. K. Kt P. one square 
and wins the game. J 



* White might also plaj Q. 6. to adv. K. Kt fourth square, and if 
Black plaj K. B. P. one square. White will speedily win the game hy 
playing Q. to adv. Q. fourth sq.. Black must therefore instead of K. B. P. 
one square, play K. Kt to K. B. third square; White should then cbetk 
with the Q. and afterwards castle. 

t If Bhk:k take the K. B. P. with the Q. White should play 

16. K. to K. R. square 16. Q. Kt to Q. squaie 

17. Q. B. takes K. Kt. P. and 17. K. takes B. 

checks 

18. Q. to adv. K. Kt fourth square 18. K. to K, B. square 

and checks 

19. R. to adv. K. sq. and checks 19. K. takes R. 

20. Q. to adv. K. seoood square and checkmates. 

t It would also be good play to move Q. B. to adv. K. B. IhM 
square. 



^ 



{Or A) 



( 



9of (tt0ii of t|f Vt^cfi. 




-WHITB. 



15. Q. to her second square 

16. Q. Kt to Q. B. third sq. 

17. Q. B. takes K. Kt 
1& Q. takes P. and checks 



BLACK. 

14b Q. to K. B. fourth square 

15. K. B. to Q. R. fourth sq. 

16. Q. Kt P. one square* 

17. K. Kt P. takes Q. B.t 

18. K. to K. Kt square. 



19. K. R. to adv. K. square and checkmates. 



* Black has already a bad gane, bat this move makes it still 
woqM be better to play Q. to K. Kt third square, 
t This is a very bad more, be ought to pky Q. B. 



:'* 



so 



Sbixfb CEfomt. 



WHITB. 

1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 
4* Q. B. P. one square 

5. Q. P. two squares 

6. P. takes P. 

7. Q. B. interposes 

8. Q. B. takes K. B. 

Q. K. B. takes K. B. P. And 
checks 

10. Q. to Q. Kt. third square 

and checks 

11. K. Kt to adv. K. fourth 

square and checks 
18. Q. takes Q. Kt 

13. K. castles 

14. Q. to adr. Q. Kt fourth 

square 

15. Q. to adr. K. square and 

checks 

16. Q. to adv. Q. B. third sq. 

17. Q. takes P. and checks 

18. Q. takes Q. and checkmates. 



BLACK. 

1. K. P. two squares 

3. Q. Kt to Q. B. third sq. 

3. K. B. to Q. B. fourth aq. 

4. K. Kt to K. B. third aq- 

5. P. Ukes P. 

6. K. B. to adr. Q. Kt fonith 

square and checks 

7. K. Kt takes K. P.* 

8. Q. Kt takes Q. B. 
g. K. takes K. B. 

10. Q. P. two squares 

11. K. to K. Kt square 

12. Q. to K. B. third square 

13. Q. B. P. two squares 

14. Q. Kt. P. one square f 

15. Q. to K. B. square 

16. Q. B. toQ. R. third sqoare 
17* Q. to K. B. second square* 



* Instead of this more Black ahodd take the B. and then play Q. P. 
two squares. 

t Thu b a Tery bad more^K. lU P. cnk square u inoch better. 
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Sb^ttt^ CEfonu* 



1. K. P. two squares 

2. K. Kt. to K. B. third square 
3* K. B. to Q. B. fourth square 

4. Q. B. P. one square 

5. KfKt. to adr. K. Kt. fourth 

square* 

6. Q. P. one square 

7. K.IL P. two squares 

8. P. Ukes P. 

9. Q« to adr. K. R. fourth square, and wins in a few moves. 



BLACK. 

1. K. P. two squares 

2. Q. Kt. to Q. B. third square 

3. K. B. to Q'B. fourth square 

4. K. Kt to K. B. thiird square 

5. K. castles 

6. K. R. P. one square f 

7. P. takes Kt. J 

8. K. Kt to K. R. second 9q.§ 



JSifgfib €Efame.|| 



J, K. P. two squares 

S. K. Kt to K. B. third sq. 

S. K. Kt takes K. P. 



1. K. P. two squares 

S. K. Kt to K. B. third, sq.f 

3. K. Kt takes K. P. 



* TUi b not ft fpod more, the attack beiog premfttare. 

t It would be better to plftj Q. P. one square. 

I BiKk loses the gatt^j this more, he ought to play Q. P. one square. 

§ If insteftd of this more, he pUy Q. P. two squares, White should take 
h with K. B. and if Black take the B. with the Kt, White most playQ. to 
whr. K. R. fimrdi square, and will easily win. 

I Tfab gune is taken fipom Damiano^ scarce and valuable TVeatise. 

Y TUi b not a good move, he ought to pky Q. Kt to Q. B. third sq. 
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WHITE. 

4. Q. to K. second square 

5. Q. takes K. Kt. 

6. Q. P. two squares 

7. K. B. P. two squares 

8. Q. Kt. to Q. B. third sq. 

9. Kt to adv. Q. fourth square 

10. Q. P. takes P. 

11. P. ukesP. 



BLACK. 

4. Q. to K. second square * 
6. Q. P. one square 

6. K. B. P. one square 

7. Q. Kt. to Q. iiecond square 

8. Q. P.'UkesK. Kt 

9. Q. to Q. third square 
10. P. takes P. 



11. Q. to Q. B. third square, for 
if the Q. take the P., Black will lose the Q. R.> and if the 
Kt Uke it. White would play Q. B. to K. B. fourth square 
and win the Kt. 

12. Q. to Q. B. fourth square 



12. K. B. to adr. Q. Kt. fourth 

square 

13. Q. B. to K. third square f 

14. Kt takes Q. B. P. and 

checks 

15. Kt takes Q. and will win. 



13. Q. Ukes K. B. 

14. K. to Q. square. 



JUntjft ffanu. 



1. K. p. two squares 

2. K. Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq.§ 



1. K. P. two squares 

2. Q. P. one square t 

3. Q. B. to adv. K. Kt fourth 

square 



* It 13 obviotu that if he remove the K. Kt be will kite his Q. by your 
playing K Kt. to adv. Q. B. third square. 

t Q. Kt P. two squares would also win the Q. 

t This is not so good a move as Q. Kt to Q. B. third square, chiefly be- 
cause it confines the K. B. 

§ It woaM also be good pky to move Q.P. two squares. 
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WHira. 

4. K. R. P. one square 

5. Q. B. P. one square 

6. Q. P. one square 

7. Q. B. to K. third square 

8. K. Kl P. two squares 

9. K. Kt to K. R. fourth sq. 

10. K. Kt takes Q. B. 

11. K. R. P. one square 

IS. K. B. to Q. Kt third sq. 

13. Q. R. P. two squares 

14. K. R. P. one square 

15. K. Kt P. one square § 

16. K. R. Ukes P. 

17. K. R. to adr. K. R. square 

and checks I 

18. Q. to adv. K. R. fourth sq. 

and checks 

19. K. Kt P. one square 

SO. Q. to adt. K. R. second sq. 

and checks 
91. Q. to adr. K. R. square and 



BLACK. 

4. Q. B. to K. R. fourth sq. 

5. K. Kt to K. B. third sq. 

6. K. B. to K. second square 

7. K. castles * 

8. Q. B. to K. Kt third sq. 

9. Q. B. P. one square f 

10. K. R. P. takes K. Kt 

1 1. Q. Kt P. two squares | 

12. Q. R. P. two squares 

13. Q. Kt P. one square 

14. P. Ukes K. R. P. 

15* K. Kt to adr. K. Kt. fourth 
square 

16. K. Kt takes Q. B. 

17. K. takes K. R. 

18. K. to K. Kt square 

19. K. R. to K. square^ 
SO* K. to K. B. square. 

checkmates. 



* Castfiog is not a good mare, it ivouid be better to plaj Q. Kt or take 
tbe K. Kt with Q. B. 

t Q. P. one square would be better. 

I The object of the Black it to prevent the attack of the K. B. on the 
K. B. P.; this he might at once e^ect bj playing Q. P. one square, ioitead 
of advancing Q. Kt P. and Q. R. P. by which he loses a move at a critical 



f This is a much better more than taking the P. with the P. 

I This and the suoceediog moves are tkilfollj played, and as similar 
atoalioBs often occur, the reader will do well to study them attentively. 

f U instead of this move Black were to check with the Kt at your 
Q. B. second square, you ought neitfaer to take it, nor more the K. to Q. 
seobod sqoare^ (because the Black might in either case retrieve his game,) 
yoo shookl play K. to his B. square. 
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FIRST VARIATION, 

■■OIMHIHG AT THB FOURTH MOTB OF THE BLACK. 



WHITE. 

1. JT. p. iwo squares 

2. K» Ki, to K. B. third square 

3. KB.toQ. B. fourth sq. 

4. if. R, P. one square 

5. Q. takes Q. E. 

6. Q. to Q. Kt third square 

7. K. B. takes K. B. P. and 

checks 

8. Q. ukes Q. Kt. P. 

Q. K. B. to adr. Q. fourth sq. 

10. Q. to adv. Q. B. third sq. 

and checks 

1 1 . Q. takes Q. R. and will win. 



BLACK. 

1. K* P.twosquara 

2. Q. p. one square 

3. Q. B. to adu. K. Kt. fourth 

square 

4. Q. B. takes K. Kt 

5. K. Kt to K. B. third sq.* 

6. K. Kt takes K. P. 

7. K. to Q. second square 

8. K. Kt to its fourth squaref 

9. Q. Kt to Q. R. third sq. 
10. K. to his second square. 



. SECOND VARIATION, 

BEGINNING AT THB FIFTH MOVE OF THE FIRST TARLITION. 

1 . if. P. tufo squares 

2. K. Kt. to K. B. third sq. 

3. K.B.toQ. B. fourth sq. 



4. K R. P. one square 

5. Q. takes Q. B. 

6. Q. to Q. Kt third square 



1. K p. two squares 

2. Q. p. one square 

3. Q. B. to adv. K Kt. fourth 

square 

4. Q. B. takes K. Kt. 

b. Q. to K. B. third square} 
6. Q. Kt P. one square 



* It would be much better to pUjr the Q. to her seoood aqoare. 

t If he piay die Q. Kt. to Q. B. thin! square, joa shoold pbj K. B. to 
adr. Q. Iborth square. 

I Q. to her second square wodd be better, and afterwards Q. B. P. one 
square. 
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WUITIi 

7. Q. Ku to Q. B. third iq. 

8. Q. Kt to adr. Q. fourth iq. 



9. Q. Kt takes Q. Kt P. 

10. K. B. takes K. B. P. and 

checks 

11. KB. takes K. Kt 

12. P. takes P. 

13. P. takes P. and checks 

14. K. B. takes Q. and will win. 



BIACK. 

7. Q- B. P. one square 

8. Q. to her square, as he 

would lose Q. R. were 
he to take the Kt 

9. Q. takes Q. Kt 

10. K. to Q. second square 

11. Q* P. one square 

12. Q. takes Q. 

13. Q. Kt takes P. 



It E. p. tufo sguaret 

%. K>Rt.to K. B. tkirdtq. 

3. K. B. to Q. B. fourth tg. 



THIRD VARIATION, 

BICUIinMO AT THB SBYBHTH MOTB OF THB SECOND TARUTIOll. 

1. K. P, two iquaret 

2. Q» P* one tquare 

3. Q. B. to ado. K. Kt. fourth 
square 

4. Q. B. taket K. Kl 

5. Q. to K, B. third tguare 

6. Q. Kt. P. one square 

7. K. Kt to K. second square 

8. Q. Kt to Q. R. third sq. 



4. K. R. p. one square 

5. Q. takes Q. B. 
0. Q^toQ.Kt. third square 

7. Q. Kt. to Q.B. Onrdsquare 

8. Q. Kt to adv. Q. Kt fourth 

square 

9. Q-to Q. R. fourth square 

10. Q. Kt takes Q. P. and 

checks t 

11. Q. to adr. K. square and checkmates.} 



9. Q. Kt to Q. B. fourth sq. 
10. K. toQ. square. 



* It ivould be better to take the Q. as the Black loses a Fawn by this 



t This is Tery well played, there are few who wooM not hare prelerred 
taklif the Q. B. P. or reaoTiDg the Q. 

X This YirklioQb Tcry ingemoosly pbyed. 



iStuib i 



I. K- ?• two iquaTet 

3. K. Kl to K. B. tbitd tq. 

3. K. R. P. one aquare' 

4. Q- B- P one iquare 



BUCK. 

1. K. P. tWOlqiMTc* 

2. Q. P. one tqaare 

3. K. Kt. to K. B. third, (q. 

4. K. KLtakc*K.P.t 



S. Q. to Q. R. ibtinh tqinTe 5. Q. B. P. ooe^aue. 

and check* 
«. Q. take* K. Kt and wiU win. 



VARIATION, 



1. K. P. boo tgvara 

3. K.Kt-lt> K. B. iJmdiq. 

3. K.R.P.ime i^uan 

4. <i,B.P.ane tjtiare 
' 5. Q. P. two squaret 

6. Q. P. one tquaie 

7. Q. to Q. R. fboftfa tquare 

and chedu 

8. Q. p. takei Q. B. P. 

9. P take* Q. Kl P. and 

check* with the Q. 
la P. takci Q. R., 



1. K- P. Itee iqiMra 
S. Q, P. one i^uart 

3. K. Kl. to K. B. timdifmre 

4. g. Kt.tog.B.lhiidiqDu« 

5. K. Kl takes K. P. 

6. Q. Kt. to K. Mcoitd tqaan 
7- Q. B. P. one aquare 



8. K. Kt to £ 

9. Kt taket Q 



B. fimnhaq. 



I Queen, and will win. 



* Hoi b ■ bad BWTC, jroo •booJd 
B. to Q. B. faonk Hjiarb 

t Eridcoilj ■ IimI more, u be kwt 
« pived <j. B. P. OK wiaHc 



haTC piajtA Q, P. tm •qnan 
the Kt la medi Mdj ; hs d 
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£Iebent|^ CEfamt. 



1. K. P. two squares 

8. K. Kt to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. castles t 

5. K. B. takes K. B. P. and 

checks 

6. K. Kt to adv. K. Kt. fourth 

square and checks 

7. K. Kt takes Q. and wilt win. 



BL4CK. 

1. K. P. two squares 

2. Q. to K. B. third square * 

3. Q. to K. Kl third square t 

4. Q. takes K. P. 

5. K. takes K. B. 

6. K. to his square. 



FIRST VARIATION, 

BBGIMXING AT flTHB FIFTH MOYB OF THB BLACE. 



1. K* P. two Mguares 
8. K* Ki. to K. B. third square 
3. K'B.toQ, B. fourth square 
4« K. castles. 



1. K. P. two squares 

2. Q. to K B. third square 

3. Q. to K. Kt. thirdsquare 

4. Q. takes K. P. 



5. K» Betakes KB. P. and chicks 5. K. to Q. square 

* Thii isa bad more, he oog^t to play^. Kt. to Q.B. third square. 

t As the Q. now attscki two nndeftnded Pawns, this would appear to 
BMnj pbyen a rtrj good more; it will be seen, boweyer, how dangnoos it 
b to take the K. P. 

t Instead of castlmg, yoa migbt pkj Q. P. one sqoare^ and if be take 
K. Kt P. jon will win the Queen, bj takiqg K. B. P., then playing R. to 
K. Kt sqaare, and afterwards K. Kt. to adv. K, Kt foortii sqoare, or K« R. 
to K. Kt tldrd square. 



6. K. Kl taka K. P. 6. Q. Ukei K. Ki. 

7- K. R. lo K. square ?■ Q- to K. B. tbiid square, 

8. R. checkmates atadv. K. tquare. 



SECOND VARIATION, 

■BOIHNIMO AT THB FIFTH HOVE OF TBB BLACK. 

1. K. P. tKo iguara 1. K, P. two tquara 

8. K. Kl. lo K. B. Uard ifuare 3. Q. to K. B. Hard upatt 

3. jr. £• to Q. B.fmrlh t^uarc 3. Q. lo K. Kl. Ihad iqvatt 

4. K. catllei 4. Q. laket K. P. 

5. & B. laka K. B- P- and 5. K. to K. kcodiJ gquare 

ckob 

6. K. R- to K. gquare 6. Q. to adv. K. B. ibunb tq. 

7. K. R. ukes K. P. and 7. K. takes B. 

e. Q. p. two squares 8. Q. lo K. B. third square 

g. K.Kt.toadv.K.KLfourth g. K. lo K. Kt. third «quwe 
square and checks 

10. Q. to her third square and 10. K. to K. R. third aqoue. 

11. K- Kt. to adv. K. B. second tqiure, ^ving douhle dieck and 

checkmate. 



TUIKI7 VARIATION, 

AT TUB UrrS MOTB OF TUB FUUT TABUTION. 

I. K. P. heo ttpura. 1. K- P. two ijyara 

i. K- Kt. to K. B. iMrdtpmt 3. Q. to JT. B. Oirdi^tiate 

3. K.B.toQ. B-fMoik igtare 3. Q. lo K- Kt. Hmdiqtmt 

4. jr. cattla 4. Q. taka K. P- 
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WHITE. 

5. K. B. takes K. B. P. and 

checks 

6. K. KL takes K- P. 
7* K. R. to K. square 

8. K. B. to adv. K. Kt third 
square 



BLACK* 

5. JT. to Q. square 

6. K. Kt to K. B. third sq. 

7. Q. to K. B. fourth square 

8. K. R. P. takes K. B. 

(Or A) 



9. K. Kt to adv. K. B. second square and checkmates. 



(Or A) 

8. Q. to K. third square 
9. Kt to adv. K.B. second sq. 9. K. to his square 
and checks 

10. Kt takes K. R. and checks 10. K. R. P. takes K. JL 

with K. B. 

11. R. takes Q. and checks 1 1. P. takes R. 
19. Kt takes P. 



FOURTH VARIATION, 



BienilllMO AT THE SBTmTH MOTB OF THE 8BCOIID TAmiATIOV. 



!• iSr. p. two squares 

9. K- Kt, to K, B. third square 

3. K, B, to Q. B> fourth square 

4. K» castles 

5. K. B. takes K, B. P. and 

checks 

6. K. R. to K. square 

7. E.R. takes K.P.and checks 

8. Q. P. two squares 



1. JT. P. two squares 

2. Q. to K' B* third square 
d. Q. to K' Kt. tiard square 
4. Q. takes K. P. 

6* if. to K' second square 

6. Q. to ado. K. B» fourth sq, 
7* K. to K. B. third square 
8. 



Q. to adT. K. Kt fourth sq. 
9. K. B. to adv. K. R. fourth square and will win. 



FIFTH VARIATION, 

■BMHMlia AT TMB tnUTB MOTB Ot THB (BCOMD TAHIATIOS. 

1. K- P- tan ijnarti I. K. P~ tuo igu^a 

5. K.Kt.loK.B.tlm4t^wre 9. <i.bt K.B. HardtjitaTt 
3. K.B.b,Q.B.fim1htqmTt 3. Q,.b>K. Kl. Hard ifumw 
A. K. aatUi 4. Q. taka K- P. 

6. K- S. tola K. B. P. and 6. K. to K.tt€tmdiqimt 



6. Q.loaAi. K. B./amrtk tf. 

7. K. to Q. thin) (quare 

8. K. to hit teeoai tqaaic* 



(. K- It. UK- thwart 

'. K. S. taka K. P. aidditda 

1. R. to ad*. Q. fourth Mjoare 

andchcdt 
I. Q. to K. Mjuare and ckecks 
I. Q. P. two aqiiaKi 
L. K. Et U adT. K. Kt. fourth 

Kfiate aud checks 
!. Q. b> adr. K. tquare and IS. K. to K. R. third 

check! 
I. K. Kl to adv. K. B. tecond •quare and checkmates. 



g. K. take* K. B. 

10. Q. to K. B. third «qnaR 

11. K. to K. Kl thiid aquare 



• IT Bhck play K. to Q. B. Uurd hibuc. White naji pla; a> fcUon i— 
>. K.Kt.loadT.K.f(»ith>qaare 9. K. to Q. Kt. tfaird iqw« 

). Q.P.twDM]MRi l(k <2.tDKatliirdaqi«e(0rA) 

(OrB) 
I. Q. B. to adT. K. Kt. fimrth (q. 11. Hut either take the a «r [faj 
Q. to K. B. fixBth aqme. Id botb am White plaji Kl to Q. B. 
IbiBlh HjMra wd wioilbe Q. 

(Or A) 

10. Q. to >d«. E. R. bwth iqgtfe 
L Q. B. to adT. K. Kt. boitii ■}. 11. Q. to Mh. K. im& aqiure 
U Q. Kl lo Q. B. ihiid tqave H. I^aCi the QDeen. 

(OrB) 

10. Q. to ad*. K. finith aqDare 
I. Q. KlIdQ. B.aicdM{iBte 11. Q. to adT. K. R. bonhtqaue. 
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SIXTH VARIATION, 



BBGIMNIMG AT THE TENTH MOVE OF THE BBGONU VARIATION. 



9o0ittoii oC t^r ^itttn. 




WHITB. BLACK. 

10. K. to K. R. fourth square 
11. K. Kt toadv* K. B. second 11. K. to adv. K. Kt fourth sq. 

iq. checking with the R.* (Or A). 

18. Q. to K. Kt. third square an^checkmates. 



* It would be better to play K. Kt. P. two squares, if Black take the P. 
or phj K. to adr. K. R. fourth square, White will checkmate with Q. at 
K. R. third square, and if %e play K. to K. R. thud square, White will 
checkmate by playing the Kt to adv. K. B. second square. 

o 
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WHITE. BLACK. 

{Or A) 

11. K. Kt. P. two aqoares. 
12 R. takes P, checks, and will win. 



tSrtDeUtjb €rBme.^ 



I. K. P. two squares 
8 K. Kt to K. B. third sq. 

3. K Kt. uket K. P. 

4. Q. to adv. K. R. fourth sq. 

and checks 
6. Q. takes K. P. and checks 

6. K. B. to Q. B. fourth sq. 

and checks 

7. Q. to ady. K» B. fourth sq. 

and checks 

8. Q. P. two squares checking 

with Q. B. 

9. K. R. P. two squares 
10. Q. to adv. K. B. second sq. 

and checks 

II. K. R. P. takes P. and checkmates. 



1. K. P. two squares 

2. K. B, P. one squaref 

3. K. B. P. takes K. Ktt 

4. K. to hu second square§ 

5. K. to K. B. second square 

6. K to K. Kt. third square 

7' K. to K. JL third square 

8. K. Kt. P. two squares 

9. K. to K. Kt second square 
10. K. to K. R. third square. 



• Thb game u chieflj taken finom Daiiiiaiio*8 celebrated treatise, aud 
is usually called " Damiano's Gomito.'* 

t Instead of this move Black ought to play Q. Kt toQ. B. third sqqare, 
moTiDg K. B. P. one square b oo defence to the K. P. as the White may 
take it without danger. 

t Black ought not to Uke the Kt he should play Q. to K. second 
square, whkrh would force you to remove the Kt he would then take jow 
K. P., your positioo wodd, however, be rather superior to his. 
i If he interpose K. Kt P. he wUI kMe K K. 
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PIRST VARIATION, 
Baonrmiro at tbb sixth mots of ths black. 



whits: 
1* K- P. tfoo squares 
% K. Ki. to K. B. ihirdsfi 

3. if. Kt. takes K. P. 

4. Q. to ado, K, R, Jourth sqi 

and flecks 

5. Q. takes K* Pyand diecks 
G. K.B.ioQ,B. fourth square 

andchecks 
7« K. B. takes P. and checks 

8. K. R. P. two squares 

9. K. B. takes Q. Kt P. 

10. Q. to ady. K. B. fourth square 



BLACK. 

1. K, P. tu)o squares 

2. K» jB. p. one square 

3. P. takes Kt, 

4. K, to his second square 

5. jfiT. to K. B, second square 

6. Q. P. two squares 

7. K. to K. Kt third sqoHe 

8. K. R. P. one square 

9. Q. B. takes K. B. 
and checkmates. 



SECOND VARIATION, 

BBOnnmiO at THB BIGRTH MOTB of TRB first VARIATIOlf. 



1. K. p. two squares 

f. K.Kt. to K. B. third square 

3* K. Ki. takes K. P. 

4. Q. /o ado* K /{. fourdi sq* 

oMi checks 

5. Q-takesK. P. and checks 

6. K. B* to Q. B. fourth square 

andchecks 

7. K. B. takes P. and checks 

8. JT. R* P. two squares- 

9. K. B. takes Q. Kt P. 

10. Q. to adv. K. B. fourth sq. 
and checks 



1. K, P. two squares 

2. K B. P. one square, 

3. P. takes Kt, 

4. K. to his second square 

5. K.to K B* second sqmre 

6. Q. P. /too squares 

7. JT. io JT. Kt. ikerdsquare 

8. K. R. P. two squares 

9. Q. B. takes K. B. 

10. K. to K. R. third square 
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wHm. 

1 1. Q. P. two squares checking 

with Q. B. 

12. Q. B. takes K. Kt. P. and 

checks 

13. P. takeft Q. and checks 

14. Q. to adv. K. fourth square 

and checks 

15. Q. takes R. and will win. 



11. K. Kt. P. two tqnaret 

12. Q. takes Q. B. 

13. K. to K. Kt second square 

14. K. to K. B. second square. 



THIRD VARIATION, 

BBOIMMIIIG AT TBB nGBTH MOTE OF THE FIRST TABIATIOE. 



1. if. P. tufo squares 

2. K, Kt. to K. B. tJardsq. 

3. K. Kt. tales K P. 

4. Q. to ado. K R, Jourth sq. 

and checks 
b. Q. takes K, P. and checks 

6. K.B. to Q.B. fourth square 

and checks 

7. Kl B* takes P. and checks 

8. K. R, P. two squares 

g. Q. to adv. K. square and 
checks 

10. Q. P. two squares checking 

with Q. B. 

11. K. R. P. takes P. and 

checks 

12. P. takes Q. and checks 

13. Q. checkmates at ad?. K. B. 



1. K P> two squares 

2. K. B. P. one square 
S. P. takes Kt. 

4. K to his second square 

5. K to K, B. second square 

6. Q. p. ^100 j^ttam 

7. K to K Kl thirdsquare 

8. Q. to K. B. third square 

9. K. to K. R. third square 

10. K. Kt P. two squares 

11. K. to K. Kt second sqoaie 

12. K. Kt takes P. 
second square. 
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FOURTH VARIATION, 
BEGnnmio at the biohtb mots of the nvn vAKiATioif . 



WHITB. 

1. K, P. two squares 

2. K. Kt. io K.R Ikirdsq. 

3. K. Kt. takes K. P. 

4. Q. io ado* K, R. Jourih iq, 

anddiecks 

5. Q. takes if. P. and checks 

6. E, B. to Q. B. fourth sg. 

and checks 

7. K. B. takes P. and checks 

8. K, R, P. ^100 squares 

9. K. R. P. one square and 

checks 

10. Q. P. two squares checking 

with Q. B. 

11. Q. takes K. R.* 

12. K. B. takes K. Kt. 

13. K. B. takes K. R. P.f 

14. Q. U) adv. K. B. third sq. 

and checks 
16. Q. takes Q. and checkmates. 



BLACK* 

1. K. P. tu>o squares 

2. K. B. P. one square 

3. K, B. P. takes KL 

4. K* to K* second square 

5. K. to K. B, second square 

6. Q. P. tuH> squares 

7. K. to K. Kt, third square 

8. K. B. to Q. third square 

9. K. to K. R. third square 

10. K. Kt. P. two squares 

11. Q. B. P. one square 
IS. Q. to K. second square 

13. Q. takes K. B, 

14. Q. interposes. 



Wbfxtmntb ffiomi • 



1. K. P. two squares 1. K. P. two squares 

8. K. Kt to K. B. third square 2. Q. Kt. to Q. K third square 

fl 

* YoQ will checkmate Id three mores if jou take the P« en jMtfsnt* 
t Thb is a well played moTc. 
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WHITE. 

3. K. B. to Q. B. fourth sq. 

4. K. Kt to adv. K.Kt. fourth 

square 
6. K. P. takes Q. P. 

6. K. Kt takes K. B. P.f 

7. Q< to K. B. third square 

and checks 
& Q. Kt. to Q. B. third sq.. 
9. K. castles 

10. K. R. to K. square 

11. Q. P. two squares 

12. K. R. takes P. 

13. Q.'Kt. fkesK. Kt. 
11. P. t ikea Kt. and checks 



BULCK. 

3. K. Kt to K. B. third sq. 

4. Q. P. two squares 

5. K. Kt. takes K. P. 

6. K. takes K. Kt 
7- K. to his third 



15. Q. to Q. R. third sq. and 

checks 

16. Q. to her third square and 

checks 

17. Q. Kt P. two squares and checkmates. 



8. Q. Kt to K. seoood tqnue 

9. Q. B. P. One square 

10. Q. B. to Q. second square} 

1 1. K. to Q. third square 

19. Q. Kt to K. Kt third tq.$ 

13. Q. Kt takes K. R. 

14. K. to Q. B. fourth square 

{Or A) (Or B) 

15. K. takes K. B. 



16. K. to Q. B. fourth tqoaitb 



* K. B. to Q. B. fourth square is a better move; fiew person^ honveiVf 
know how to take adTantage of this move. 

t The sacrifice of this Kt ^es the White a strong attack ; it 1% neier- 
theless, bad play, as the Black with care can maintain lys imiDerical supe- 
riority; Q. P. two squares is the proper move. 

X Black loses the game by this more, he ought to have played Q. Kt 
to K. Kt third square. 

§ Instead of this mpve Black may play as fi>Uowy 

IS. K. to Q. Bk leoood square 

13. K. B. takes Kt 13. Kt takes B. 

14. Kt takes Kt and checks 14. P. takes Kt 

15. R. takfsP. &c 

White has much the best of the game. 
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(Or A) 

9iNiftum of t|f 9t(rf«. 




WHTfk. BULCK. 

14. K. lakes P. 

15. Q. to K. B. fourth square 15. K. to his third square 

and checks 

16. Kl to adv. Q. B. second sq. l6. K. to K. second square 

and checks 

17. Q. to adv. R. Kt. fourth 17. K. to Q. third square 

square and checks 

18. Q. B. to K. B. fourth square and checkmates. 
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(OrB) 

5^ the ffrecedmg J>%ttgnm, 
WHITB. BLACK. 

14. K. to his tlurd square 
13. Kt. to adv. Q. B. second 16. K. takes P. (fir C> 

square and checks 
l6. Q. to K. B. fourth square and chcdimates. 



(OrC) 

16. K. to his second sqpure. 

l6. Q. to adv. K. B. second sq. 
and checkmates. 



VARIATION, 

BI6I1I1IING AT TBB THIBTEBHTH MOYB OP THE BLACK. 
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14. R. takes P. and checks 

15. Q. B. to K. B. fourth sq. 

and checks 

16. Q. takes Kt and checks 

17. K. B. to adr. K.Kt fourth 

8(}uare 

18. Q. takes Q. and checks 
19* R« takes B,, checks, and will win. 



BIACK. 

13. P. takes Kt 

14. K. to Q. B. second square 

15. Ku takes Q. B. 

16. K. to Q. B. square * 

17. Q. to Q. B. second square 

18. K. Ukes Q. 



DEFENCE. 



BL4CK HATIIIO TMB PIRST MOTB. 



BIACK. 

1. K. P. two squares 

S. K. Kt to K. B. third sq. 

d. K. B. to Q. a fourth sq. 

4. K. castles 

5. K. R. to K. square % 
(i. Q. B. P. one square 
7* Q* P* two squares | 
8. K. P. one sqaaieiT 



1. K. P. two squares 

8. Q. Kt to Q. B. third sq. 

8. K. B. to Q. B. fourth sq. 

4. K. Kt to K. B. thiidsq.t 

5. K. castles 

6. Q. to K. second square § 

7. K. P. takes Q. P. 

8. K.Kt to adr.K.Kt fourth 

sqoaie 



* If Bkick phj K. to Q.B. third, or to Q.Kt third sqoare, joa onght 
sdB Is plsj K.B. to Mhr. Q. Kt ibarth square. 

t It wonkl also be good plaj to move Q. P. one square, or K. B. to 
Q.Kt third sqoare. 

t If InsleMl of thb nove Black play K.Kt tDadT.K.Kt finrtfa square^ 
joa qiist not play Q. P. two squarei, joa oo^ to casde. 

$ Q. P. ooe square is a better more. 

I It would be better to play this P. ooe square, 

i This is not so food a more as taking the P. with the P. 

H 
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BIACK. 

9. P. takes P. 

10. K. Kt takes Q. Kt 

11. K. Kt to K. B. third sq. 

(Or A) 

12. K. to K. R. square 

13. R. or Kt. Ukes Q. 



11. K. R. P. one square 

12. Q« any where. 



9. Q. Kt. ukes P. 

10. Q. to »dT. K. R. ioanh sq. 

11. Q. takes K. B. P. and 

checks 
IS. Q. to adv. K. Kt square 

and checks 
13. K. Kt to adv. K.B. second 

square and checkmales. 



(Or A) 

11. K. Kt takes K. fi. P.* 

12. K. B. takes Kt. and will 

win. 



FIRST VARIATION, 



Bmimmio at thx sixth move of thb white. 



1. K. P. (wo iquam 

2. K* Ki. io K. B. third square 
S. K> B. io Q. B. fourth sq, 

4. K. castles 

5. JT. R' to K, square 

6. Q. B. P. one square 

7. Q. P. two squares 

8. K. P. one square 

9. Q. B. to adT. K. Kt fourth 

square 



1. K, P, two squares 

2. Q. Kt. to Q. B. thsrd square 

3. K. B. to Q. B, fourth sq. 

4. K. Kt. to K. B. Mrdsq. 
6. K. castles 

6. K. R. to K. square t 

7. K. P. takes Q. P. 

8. K. Kt. to adT. K. Kt fourth 

square 

9. K. Kt. takes K. B. P-t 



^ Imteid oT taking the P. whfa the Kt 70a might take it with the Q. 
and then tike Q. Kt with K. B. 

t It would be better to play Q. P. one squsrab 

I If you had played K. B, or Q. Kt to K. leoood sqove, yon ut>iild 
have the worst of the game. 
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BL4CK. 

10. Q. fi. takes Q.* 

11. K. R. takes K. Kt 

If. K. to K. B. square 

13. Q. Kt to Q. seoond square 

U. R. takes Q. 



WHITS. 

10. K. Kt takes Q. 

11. P. ukes Q. B. P. and 

checks with K. B. 
19. P. Ukes Q. Kt P. 

13. P. takes Q. R. and hecomes 

14. Q. Kt takes Q. B. and 

will win. 



SECOND VARIATION, 



BBGlRlf Of O AT THE BLIYXIITB MOTS OF TBS BULCK. 



I, K. P. two tptant 

S. K. Ki. ia K. B. ikird square 

3. JT. JB. te Q. B. Jowik tq, 

4. K, easUes 

5. K.R* (o K» sfuan 

6. Q. B. P. oM tquan 
7* Q. P. two sguant 

8. K» P« one square 

9. P. takes P. 

HI. JT. Ki' takes Q. Ki. 
11. Q. B. to K. third square 
tSL K. to K. B. square 

13. K. to his second square 

14, K. R. to K. Kt square 



1. JT. P. /too squares 

5. Q. Kt, to Q. B. Mrd square 

3. K B. to Q. B,fiurik square 

4. JT. Kt. to KB. tMrdsquare 
5» Kasstks 

6. Q. to K second square 

7. JT. p. ^cff Q. P. 

8. K Kt. to ado. K Kt. fourth 

square 
g. Q. Kt. takes P. 

10. Q. /o cdb. JT. B. fourth sq. 

11. Q. takes K.R.P. and checks 
IS. Q. to adT. K. R. square and 

checks 

13. Q. takes K. Kt P. 

14. K. Kt takes Q. B. 



* There are two fariitioos en this move. 
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BLACK. 

15. K«UketK.Kt. 15. fi. takes Kt and diedcs 

16. K. takes B. l6. Q. takes K.BP. and cbedsi 

17. K. to Q. B. third square 17. Q. to adv. K. thixd sqoaie 

and checks 

18. B. interposes. 18. Q. takes P. aad diocki 

White will win with his Fawns. 



THIRD VARIATION, 

BEGUimilG AT THB TBirni IfOTB OF THB FIRST YAKIATIOB. 

1. J^. P. two sguara 1. JT. P. two tguara 

2. K, Ki.ioK.B. Orndtq. 8. Q.KLtoQ.B, Oirdtq. 



d. K.B.toQ. B.fmrik jy. d. K. B. to Q,B.fomAiqmf 

4. E. coMiki ^ K.Ki.to K. B.Ovdtf. 

5. K. R to K» ifuan 5. K. castla 

6. Q. B. p. one tgtmrt 6. JT. R> to JT. squan 
7- Q> P- itoo tquam 7* iST. P. loiUt Q. P. 

8. K. P. one jynore 8. R Kt. to ath. K. Kt,fimik 

tqwart 

9. Q. B. /oodb. JT. Ki. fimrtk g. if. if/, iaket K. B. P. 



10. K. takes K. Kt lO. P. takes Q. B. P. andchfrirs 

withlLB. 

11. K. to K. B. sqoare il. P. takes Q. Kt P. 

12. Q.KttoQ.B.thiid8qoare 18. P. takes Q. R. and beoomes 

aQ. 
IS. Q. takes Q. 13. K. B. to K. seooiid upmit 

andwillwin. 
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FOURTH VARIATION, 



BMUnmiO AT THE TIHTH MOTB OF TBI nUT TARIATIOir. 



1* JT. p. iwo squares 

S. K. Ki, to iT. B. third s^vare 

3. K.B.toQ.B, foyrth $q. 

4. K. emdii 

5, K» R'to JT. square 

6, Q. B, P, one square 
7* Q- P- two squares 

8. K^ P. one square 

9. Q. B. to ado. K. Kt.fomth 



la Q. to Q. Kt. third square 

11. Q.B. takes Q.* 

li. Q. takes the P. at her Kt 

second sqoaref 
13. K. to K. B. square 
14^ Q. B. ttket Q. B. P. 



WHITS. 

1. K, p. two squares 

2. Q., Kt. to Q^ B. third sq. 

3. K.B.ioQi, B. fourth sq. 

4. K. Ki. to K. B. third sq. 

5. K. castles 

6. K. R. to K. square 

7. K. p. tahes Q. P. 

8. K. Kt. to ado. K. BU. fourth 

square 
g. K. Kt. takes K. B. P. 

10. P. Ukes Q. B. P. 

11. P. takes Q. Kt P. 

IS. K. Kt to adr. Q. third sq. 
checking with K. B. 

13. K. Kt takes Q. 

14. K. Kt takes K. B. 



• In te daAk ^mfioAaa ^ Q. Kt takes tiie Fawn. 

t Inike fifth variitioo the Black plays Q.,Kt to Q. B. third sqoare. 




FIFTH VALUATION, 



■ VABUtM*. 



VMtttn«(t|tVto». 




IS. Q. Kl to Q. fi. thifd *q. is. K. Kl to bcIt. Q. iqw* 

and check* with K. B> 

13. K. to K. B. iqaue 13. P. takei Q. R. P. and be> 

14. a Uk«* K. Kt. 14. Q. takd R. and ehccki 

15. Kt oke* Q. IS. Kt take* Q. B. aiKl wS 
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SIXTH VARIATION, 
AT m nxmrTH motb of the fourth tauatiosi. 




11. Q. Kt takes P. 

12. K. to K. R. square 



11. Kt to adv. K. R. third sq. 
aod checks 
* IS. Kt to adr. K. B. second 
square and checks 
15. K. to K. Kt square IS. Kt to adv. K. R. third 

square, checks, and will draw the game by a perpetual 
check, unless the Black King more differently.* 

* It appevs then that the White has not the best of the game nice he 
en only tew it; this arises finon his having pbyed K. R. toR. sqaareoo 
the waA move, dnis co nfi aiB g the Queen. 
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BLACK. 

14. K. to K. B. square* 

15. Kt takes Kt 

16. K. B. takes K. B. P. and 

checks 

17. K. B. takes K. R. 

18. K. to his second square 

19. K. to Q. square 
fO. Q. R. P. Ukes Kt 



WfllTB. 

14. Kt. takes Q. B. 

15. Q. takes Kt. 

16. K. to K. B. sqoare 

17* Q. to adv. -K. B. fourth sq. 
and checks 

18. Kt to adv. Q. fourth square 

and checks 

19. Kt takes Q. 

20. K. takes K. B. and will 

win. 



^ffttcttd <!EfBiiu- 



J. K. P. two squares 

t K. Kt to K. B. third sq. 

3. K. Kt takes K. P. 

4. Q. to adv. K. R. fourth sq. 

and checks} 

5. K. Kt takes K. Kt P. 

6. K. to Q. square (Or A) 
7* Q. to K. R. third square 

8. Q. takes K. R. 

9. Q. to K. R. fourth square § 



J. K. P. two squares 

2. K. B. P. two squaresf 

3. Q. to K. second square 

4. K. Kt P. one square 

5. Q. takes K. P. and checks 

6. K. Kt to K. B. third sq. 

7. K. R. P. takes K. Kt 

8. K.Kttoadv.K.Ktfonrdi 

square 

9. K. Kt to adv. K. third sq. 

and checks 



* He ought to plaj the K. to kis R. squsre, and safier the gunt to be 
dnwn. 

t This move of Greenes b originl and ingenioiis ; it b not, however, » 
good as Q. Kt to Q. B. third aqotfe. 

X It wQokl be better to plaj Q. P. two squares. 

f Instead of thb move he miglitpbj Q. P. one square. (Smtk€tkird 
) 
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10. Q. p. tikes K. Kt 



wtntt. 
10. Q. ukes Q. and will win. 



FIRSf VARIATION, 
mmonmina at th^ sixth movb of thb bulck. 



^ JL P. two sguaret 

5. K. Ki. io K. B. thtrdiqwtn 

3. K. Ki. takes K. P. 

4. Q. to&ih. K- R. fturtk sq. 

6. K. Ki. takes K. Ki. P. 

6. K. B. to K. second square 

7. Q. to K. R. fourth square 

8. Kt takes K. R. 

9. K. B. to its sqoara 

10. Q. takes Q. 

11. K. B. to Q. B. fourth sq.* 
19. K.B. to adv. Q.Kt fourth 

square and checks 
IS. K. B. to K. second square. 



1. K. P. two sfuaret 
t. K. B. p. two squatM 

3. Q. to K. teeond tftmre 

4. K. Kt. P. one sgudte 

5. Q. takes K. P. anddwcks 

6. K. Kt. to K. B. third sq. 

7. Q. takes K. Kt P. 

8. Q. takes K. R. and chocks 

9. Q. to adr. K. fourth sqnart 

and checks 

10. P. takes Q. 

11. Q. P. two squares 

12. Q. B. P. one square 

13. K. B. to K. Kt second sq. 

asidwillwin. 



SECOND VARIATION, 

BBBlMmO AT THE StVBllTH MOVE OF THE FIRST YAKIATION. 

1. JT. P. two sqmwres 1. K. P. twosguares 

S. JT. Kt. to K B. third square f . K. B. P. two squares 



* lliii b one of the worst moves the Black 
admdng Q. P. two sqanes ibroet the B. to 
releases Us own Q. B. 



play, as the White by 
and at the same timo 



3. K.Kl.lal*tK.P. 

4. Q.taatk. X. Jtfiarlktq. 

mmddKtb 
y K- Si. laka K. St. P. 
e,S.B.b, K. tarndtfrnm 

7. Q. ti> K. R. third Kfun 

8. Q. uket K. R. 

g. K. R. to K. B. aiiurc 

10. E. K to Q. B. Anrth tq. 

11. K. B. Id E. Keood iqiiue 

13. Q. B. P. ooe *qiUR 
IS. Q. P. two tqaarat 

14. P. take* Q. Kl 

15. Q. B. to Q. Kcond aqnue 
1& Kl akci K. B. 



5. Q. tab) ff. Pv^arf dbdt 
9. K. St. ta S. B. dM^f. 

7. K. R. P. take* K. Kl 

8. Q.akciK.Kt.P. 

g. K. to K. a aaxni wftm 

10. Q. P. two tqnuBi 

11. Q. Kt. to Q. B. tluid iq. 
IS. Q. B. to Q. leoond «}ou* 

13. Q. Kt. tftket Q. P. 

14. K.&ia»ih.Q.Kt.lMitk 

15. K.B.takaQ.B.H^dMcb 
t6. R.tiknQ. and will wu. 



THIRD VARIATIOH, 

•■wnivs AT TMi wtwwn hotb of na kmx. 

V K.P.twcfmna 1. f . P. Ms *fwn 

«. f.JE;t.*>£&dM«f. 1. K.B.P.tw»,,mm 

3. K. St. laktiS. P. 3. Q. O ff. 

4. Q. te adb. K.R. JimA »q. 4. K.St. P. 



i. S. Si. tabi K- SL P. 



5. Q.telaXP.anfa«b 



■ lUs k ntnadj a pUjcd, tlwn k Kavaly ■ «» mm « A> 
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7. Q. to jr. A 

d- Q* P* one tqinre 

10. K. Id Q. tecood tquaie 

11. K. B. lo K. tecood square 

iOr A) (Or B) 
If. K. to Q. fi. third tquare 
(CVC). 



6. jr. Ki. io K.B.amd9qumt 

7. iT. R. P. fei» JT. A. 

8. JT. iT/. foodb. JT. Kt.fimrik 



9. K. Kt takes K. B. P. and 

checks 
la Q. toady. K.Kt fourth sq. 
11. Q. to adr. K. B. fourth sq. 

and checks 
18. Q. to adv. Q. Kt. fourth sq. 

and dieckmates. 



(Or A) 

9«tt<n«(4*9toM. 




11. R. to K. Kt iqiii 
It. K. to hii third iqi 
13. K. to Q. fourth iq 



IS. Et to ad*. X. Kl fan 

•quare and chedu 
13. Q. taka Q. B. wad n 



(OrB) 

Set tit fnctdag Diagram, 
II. Q. to ^v. K. fourth iqiure 1 1. K. to K. B. Mmmd iqnuc 

■od checkt 
IS- Q. to adr. Q. fourth (qoare 18. K. to K. Kt. tecood aqmie 

and checks 

13. Q. to adr. K- fourth tqoaie 13. K. to K. R. Kcond aqnan 

and check) 

14. K. R. lo K. Kt aqoaN 14. Q. u ndr. Q. k). and dNcki 

15. S-tn bit third aqiWR.* 16. Kb cbccb wdwip*lb«Q. 

(ftC) 
IB. K. to his iqDan i$. Q. uke* Q. B. and chtck) 

13. K-laktoKL It. Q. takct R. mkI wiU (»^ 



SbfKtnn4 iSottU' 



1. K. P. two •qoaic* 

f K. St. to K. B. ihitd tq. 



1. K. P. tm iqaarea 
a. K. B. P. two aqmua 



>■ Aa K. ta g. B. OlTd sqan, jM mbM riv i: B. K> 
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3. K. P. takes P. 

4. K. Kt to adv. K. foartb 

iqaaie 

5. K. Kt. P. two sqoam 

6. K. Kt to Q. B. fourth sq. 

7. K. B. to K. Kt second sq. 

8. K. Kt to K. third square % 
9l K. Kt to Q. B. fourth sq. 

10. K. Kt to Q. R. third sq.§ 

1 1. Q. P. one square 
U. P. takes P. 

1$. Q. Kt to Q. second square 

14. Q. K P. one square | 

15. Kt takes K. Kt 

16. Q. B. interposes 

17. Kt takes B. 

18. K. R. to K. Kt square 

19. Q. takes P. 

50. R. takes Q. B. 

51. K. to K. B. square* 



WWTB. 

3* K. P. one square 

4. K. Kt to K. B. third sq. 

6. Q. P. one square * 

6. K. R. P. one square f 

7. Q. P. one square 

8. Q. P. one square 

9. Q. Kt P. two squares 

10. Q. R. P. one square 

11. Q. B. to Q. Kt second sq. 
IS. K. Kt takes P. 

13. K. fi. to adr. Q. Kt. fourth 

square 

14. P. takes Q. B. P. 

15. P. Ukes Q. Kt P. and 

checks with K. B. 

16. B. takes B. and checks 

17. B. takes B. 

18. P. takes Q. R. 

19. K. castles 

50. Q. to K. second square and 

checks 

51. Q. takes Kt and will win. 



* It wooid be better to play Q. to K. seeond square, 
t Q. P. one square it a better move. 

t The Kt ought to be played to adv. K. Ibuith square, and afterward 
to adv. K. Kt durd square, &c 

$ Hoe also it wookl be better to play tha Kt Ip adr. K. faw^ square. 
I Thb IS not a good awe^ be ou^ to caitk. 



^fMkiun4 Smt* 



I. K. P. two iquaKt 

t. K. B. lo Q. B. fourth tq. 

3. Q. lo adr. K. R. fonrtb 

4. Q. Kt. to Q. B. tbiid tq. 
a. K. Kt U K. B. thiid aq. 
0. Q. ukM K. P. 

7. K. ttka R. B. (Or A) 



1. K. P. two iqaun 

9. K. B. to Q. R feoid) tq. 

3. Q. 10 K. KCotid (qoue 

«. Q. B. P. one«qn«ret 
». K. Kt. to K. B. third tq.J 
0. K. B. ttkn K. B. P. and 

check* 
7. K.Kl.iaadT.K.Kt.Jbinth 
■q., cbacki, uid wini tbcQ. 



iOrA) 

7. K. to K. B. Hiuan 7. Q. ukc* Q. 

& X.KLtakaQ. 8. K. R lo adr. Q. foartb ^. 

». K. Kt laka K. R P. 9- Q. P. two tqoans 

10. K. Kt taka K. R. 10. P. taka K. B. and aflw- 

waidi |ilajiag the K> to hii Kt. tqoue will pin the Kt- 

aiid tbepne. 



• lUi atm h fraqo tly phjad ; it ii, bowercr, dm a (sod «n 
Q. B. F. <oe iqMi^ ar Q. M K. nnnd MpBR, fa Bod bMtir. 

t It wwU ba aln iBBd pl^ n Mcrra K. Kt Id K. B. (hM iqDu*. 
t Q. r. fn aqana b a htttR Bsta. 
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l^fttttnd 0rmf« 



1. K. p. two sqoaret 

S. K. B. to Q. B. fourth sq. 

5. K. B. P. two squaretf 
4. K. Kt to K. B. thiid sq. 

6. K. castles 

6* Q. P. two squares 

7- K. R. to K. square 

t. Q. KL to Q. B. third square 

^ K. B. to adv. Q. fourth sq. 

10. K. B. takes K. Kt 

11. K.B.takesP.atadT.K.B. 

fourth sq. and checks with 
theR. 
Ifl. Q. Kt to K. fourth 8q.f 

15. K. Kt. P. one square 

14k Kt to adT. Q. third square 

16. K. Kt. toadr. K. fourth sq. 
Itf. Q. to adr. K. R. fourth sq. 



MLACK. 

1. K. P. two squarea 

8. K. Kt toK. B. third sq.* 

S. K. Kt takes K. P. 

4. K. P. takes K. B. P. 

5. K. B. to Q. B. fourth sq. 

and checks { 

6. K. B. to Q. Kt third sq.§ 

7. K. B. P. two squares || 

8. Q. to K. second square 

9. Q. B. P. one square 

10. Q. to K. B. third square 

11. K. to Q. square 



18. Q. to K.IL third squait** 

13. Q. Kt to Q. R. third sq. 

14. Q. takes Q. Kt 

15. Q. to K. B. third square 

16. K. Kt P. one square 



* ItiiBiiclibettertoplajK.B.tDQ.B.foiirdiiqawe. 

t K.Kt to K. B. tMfd squaro is piefenUe. 

t It b tnrprisiiig that so ikilUiil a plajer as Oreoo abonkl so freqnendj 
tkis dwck to be given, when the advanoe of the Q. P. fcfces the 
Bhhop to lenove iniiDcdiatrij. 

§ It wooki be bettrr to plaj the B. to K. seooud square. 

I U, kittead of thb move, Black were to plaj Q.P. two sqaarest White 
tboakl take it with K. B. and then plaj Q. Kt to Q. B. third square, 

f Thb boot a good move, as Black can take the KB. 

•• Black 01^ vqusstboibiy to take the K. B. 



WBITI- 




SIACB. 


IT. K.B.t«ke*K.KtP. 


17. 


K. R. P. t»kt% K. B. 


IS. Q. ukM K. R. and ebedu 


IB. 


Q.Uht*Q. 


19. Kt.toadr.K.B.wcmvl«q. 


19. 


K. to Q. B. Mcond iqiun 


anil checks 






90. Q. B. (ako P. and checki 


SO. 


Q.P.oru!«,UMe 


SI. Q. B. uke* P. «Dd checki 


ai. 


K.loQ.ii»»diquue. 



3S> R. to adr. K. teoond iquaK aod cbeckmatet.* 



^Rttetntl^ Sam- 



1. K. P> tiro iqiiuc* I. K. P- two iqiiarc* 

9. K. B. to Q. B. ftwTih (q. S. K. Kt to K. B. thini iq.f 

3. Q. Kt. to Q. B. third $q.t 3. Q. B. P. one square 

4. Q. to K. B. third square 4. Q. Kt. P. twoiqoaraf 

5. K. B. to Q. Kt. third k). 6. Q. Ki. P. ooe squaie 
a Q. Kl. M Q. R. fourth tq. «. Q. P. two squarei 

7. Q. P. om tqaare 7. K. R. P. one square 

8. K. Kl to K. tecond aqaare 8. Q. P. one aquare 

9. K. Kt. to lu third aquare. 9. Q. B. to adr. K. Kl fourth 

square, will gain the Q. 
and the game. || 

* Hie last few more* of the WUte are good, bat tbe rest of the gnw 
u *eiT ill plajed. 

I TUs I* not n good ■ more u K. B. (0 Q. B. Iborth sqaan. 

t Tbb b not the proper mOTe, be ougbt (o pli^ K. Kl » K. & Mri 
•qoare, or Q. P. two rqnara. 

f It ii aliiMMt alwaji h»i plaj to odniwe tba KL P. or R. F. b tke 
earij paitof Ibe game. 

I Then u not DMch to be leaaned fion Uw ysdi or tb« TCffaiaB, loth 
areeitrcndylD {dajed. 
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VARIATION, 

BIGIMN ISC AT THK SEVBNTH MOYB 09 TBS BIACK. 



BL4CK. ' 

1* IT. P. two tfyares 

S. K. B, to Q. B, fourth tqvare 

3. Q. JD. to Q. B. third tguare 

4. Q. lo JT. B. third square 

5. if. A lo Q. i&. third tq. 
& Q. JD. fo Q. R. fourth sq. 

7. P. takes P. 

8. K. Kl to K. second square 
9* K. Kt to its third square 

10. Q. to K. third square 

11. Q. to Q. third square. 



WRTTB. 

1. K. P. tuHf squares 

2. K. Kt. to K. B, third sq. 
S. Q. B. P. one square 

4. Q. Kt. P. two squares 

5. Q. Kt. p. one square 

6. Q. P. two squares 

7. P. Ukes P. 

8. Q. to Q. R. fourth square 

9. Q. B. to adv. K. Kt fourth 

square 

10. Q« P. one square 

11. Q. B. to Q. second sq. will 
gain the Q. Kt and the game. 



"fSfmntkfb <!Efaiiie. 



1. K« P. two squares' 

S Su B. to Q. B. fiydrtflT sq. 

5. K* B. takes K. Kt 

4. Q. t» adv. K. R. fourth sq. 

and checks 

5. Q. takes K. R. P. 

6. Q. to adv. K. R. square f 



1. K. P. two squares 
ft. K. B. P. two squares * 

3. K. R. takes K. B. 

4. K. Kt P. one square 

5. K. R. to K. Kt second sq. 

6. Q. to K. Kt fourth square 



* K.&toQ.B.iMifthlqHreisaamQli 
t Q. to K.B. third square bprafcnble. 




7. Q, to K. R. thiid i^pate 7. P- ttkm P. 

8. Q. Kb lo Q. B. thiid iq. 8. Q. to K. B. foarth tquuc 
g. Q. to K. thitd w|nn g. R. to K. B. neond Mioan 

10. K. Kt to K. R. third tq." 10. Q. P. two (qoMeit 

11. Q. Kt. take* P. 11. Q. Kt. to Q. B. tbinliq. 
It. Q^ B, P. ooe square IS. Q. B to K. ihiid aquait 

13. Q- B. P. one tqture J 13- Q- Kt. to adr. Q. fenrtb i^ 

14. Q. to Q. B. tbud iqiuie 14. Q. toMl*.K.Kt fboithtq. 

15. K. eutlct- ■&• Kl. to adv. K. leeood tq-i 

«hn:k«,ai)dirin(tbcQ. 



HOotais-ltat CCanu. 



I. K. P. two squaia 1. K. P. two *qu«R* 

5. K. B. to Q. B. Tourth iq. a. K. B. to Q. B. ftauth m^ 

3. Q. to K. second square 3. Q. P. one Kinare 

4. Q. B. P. one tqiure 4. Q. Kt. to Q. B. third *q. 

6. K. B. P. two squarei 5. K. P. take* P.§ 

6. K. Kt. to K. B. third mj-H 6. K. Kl P. two •qnaraf - 

■ InMcad of thii mmre, Black ought to lake the F. with Oe Kl. 

t Thii and Ihe ijccecdiiig moiei irc toj ikUfbJI; pkyed, 

t If he were to pUj the Kt. to Q. Kl. fiMuth tqarc, jon Mott tak« H 
•id) the B. ind tbeo j^j Q. KL to wji. Q. feurth iqawc. 

f It >auld be better In HJit the K. Kl 

I Q. P. two tqiurei wddM be rather better. 

T Tlui if not > good mme, Ihe P. cutM be deftoded mffi mkij, *» 
ooght 10 plaj Q, Kl lo K. foanfa iqaare. 
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WHITt. 

7. K. R. P. two Mjoares 

a K. Ku to adv. K. Kt fourth 

iqaaie 
9. Q. P. two Mjoares 

10. Q. B. takes P. 

11. K.R. toK.fi. square 

19. Q. Kt to Q. second square * 

13. Q. B. takes P. 

14. Q. to K. third sqiiare 

15. K. B. to adv. K. B. second 

square and checks 

16. Q. to K. B. fourth square 

17. Q. takes P. and checks 

18. Q. B. takes K. Kt and 

checks 

19. Q. takes Q. and will win. 



BULCX. 

7. K. Kt P. one square 

8. K. Kt to K. R. thiid sq. 

9. K. K to Q. Kt third sq. 
*10. Q. to K. second square 
11. K. B. P. one square 

19. P. takes K. Kt 

13. Q. to K. Kt second square 

14. K. Kt to its square 

15. K. to Q. second square 

16. K. Kt to K. second squaref 

17. K. to Q. square 

18. Q. Kt Ukes fi. 



* Your poiitioD u so good that it is better to sscrifioe the K. Kt than 
pbj it to K. R. third sqiure. 

t If instead of this moTe he were to plaj Q. Kt to K. second square, 
joa ihoald play as follows : — 

17. Q. takes P. and checks 17. K. to Q. B. third square. 

18. K* B. to adn K. sqoare, checks, and will checkmate the 

neitmoTe. 
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FIRST VARIATION, 



BEOnUUNO AT TBB nFTESMTH MOTS OF THB BL4CK. 



90«(tiott oCttt 9u(<i- 




BLACK. 

15. K. to K. B. square 

16. K. B. to adr. K. R. fourth 16. K. Kt. to K. B. third sq. 

sq. and checks with K. R. 

17. Q. B. to adT. K. R. third 17. Q. takes Q. B. 

square 

18. Q. takes Q., checkay and will win. 
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SECOND VARIATION, 

JUOTMWtW AT TBK nVTKEllTH MOTB OP TSl BL4CX. 

Sathe 



16. R.taketQ. 

17. Q. to K. B. fourth square 

•od cheeks 

18. K. catties 

19. R. to K. B. iqoare 
SO. Q. to adv. K. B. square and 

checks t 
fl. R. to adT. K. B. third sq. 21. K. to K. R. fourth square { 

and checks 
St. R. to adv. K. R. third sq. 

and checks 
23. Q. takes Kt. and checkmates. 



BULCX. 

15. Q. takes K. B. 

16. K. ukes R. 

17. K. to K. Kt. second square 

18. Q. B. to Q. second square* 
19- Q* B. to K. square 
90. K. to K. Kt. third square 



22. Kl ukes R. 



'fStotntS'Um^ CKanu. 



1. K. P. two squares 1. K. P. two squares 

9. K. B. to Q. B. fourth sq. 2. K. B. to Q. B. fourth sq. 

• If the Biack attiick the Q. B. with K. R. P. job shoaki play as 

19. R. to K B. square 19. P. takes B. 

50. Q. takes P. sod checks SO. K. to K. R. tecond square 

51. R checkmates. 

t The checkiaate raaj be given one mofe sooner* by checking with the 
R at sdT. K. R. third square; if be does not take the B. be will be check* 
OMied the next move, and if he take it, he will be checkmated in two 



t If the Kt take the K WUte wSl checkmate at adv. K. R. ddrd sq. 
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WHITI. 

3. Q. to K. second square 

4. K. fi. P. two squares 
6. K. R. takes K. B. 

6. Q. P. two squares 

7. K. Kt. P. one square 

8. R. Ukes P. 

9. Q. Kt to Q. B. third sq. 

10. K. B. takes K. B. P. and 

checks 

11. Q. B. to adT. K. Kt. fourth 

square 

12. Q. to K. B. third sq. and 

checks 

13. Q. B. takes Q. 

14. Q. to adv. K. B. fourth sq. 

and checks 

15. Q. to adv. K. Kt fourth square and checkmates. 



BIACKm 

3. Q. to K. second square 

4. K. B. takes K. Kt 

5. K. P. takes P.* 

6. Q. to adv. K. R. foorCh sq. 
and checks t 

• 7. p. takes P. 

8. K. Kt to K. B. third sq. 

9, K. Kt to K. R. fourth sq. 

10. K. takes K. B. 

11. K.Kt takes K. R. 
IS. K. to his Kt. third square 

13. K. Kt to K. R. fourth 
square 

14. K. to his R. third square. 



PIR8T VARIATION. 



BionnaifG at thb fourth movb of tbk black. 



1. K» P' two a^maret 

t. K. B. to Q. B. fourth tq. 

3. Q. to JT. second square 

4. K' B. P. two squares 



1. K. P. two squares 

t. K.B.toQ, B.fourthsq. 

3. Q. to K. secondsquare 

4. K. P. takes P.J 



* Q. P. one square is a better note. 

t This b not well pbjed, he should move Q. P. 

t It is better to take the K.Kt and then pbjQ. P. 



sqwre. 



71 



6. K. Kl to K. B. third tq. 
6^ K. R. P. two tquaies 

7. £. R. P. takes P. 

8. Q. Kt. to Q. B. third sq.t 
9> Q. P. two tquares 

10. K. Kl to K. R. fourth sq. 

11. K. Kl to adv. K. B. fourth 

square 

12. P. takes K. B. 

13. Q. B. Ukes P. 

14. K. to his B. second square 

15. K. B. to Q. Kl third sq. 
I6b K. Kl to adv. Q. third sq. 

and checks 

17. Q. Ukes K. Kl P. 

18. Kl to adv. K. B. second sq. 

and checks 

19. Q. to adv. K. R. fourth 

square 
SO. K. to his B. third square 

f 1. K. to his second square 



5> K. Kl P* two squares ^ 

6. K. B. P. one square 

7. P. takes P. 

8. Q. B. P. one square { 

9. P. to adv. K. Kl fourth sq. 

10. K. B. takes Q. P. 

11. K. B. takes Q. Kl and 

checks 

12. Q. to K. B. third square 

13. Q. takes P. and checks 

14. Q. Kl p. two squares § 

15. Q. R. P. two squares 

16. K. to Q. square 

17. K. Kl to K. second square 

18. K. to his square 

19. Q. to adv. Q, fourth square 

and checks 
to. Q. to adv. Q. R third sq. 

and checks 
21. K. R. to K. R square 



* It ihodd be ob«rfed in this kind of Gmmbit» that the Gambit Fawn 
: be SQOcessfiiUj sopported. 

t White migfat also pbj K. R. to adT. K. R. fixnth tquaret and if 
Black pbj K. R. P. ooe square. White most td[e die P. with the Kt; if 
inrtnd of K. R. P. ooe square, BladL play P. to adT. K. Kl fbarth square, 
he wa lose the Q. 

I If instead of this more. Black were to play K KL to K. B. third sq.. 
White most adTance K. P. one square, and then play Q. Kl to adv. Q. 
fcwth square. 

§ It would be better to play K. R. P. two squares. White would not* 
withslmding have the best of the game. 



22. Kl to *d*. Q. thinljquaTe 2S. K. to Q. squsn 

andchecki 
S3- Q. to ad*. K. aqnare and S3- R. UkeiQ. 

chrAM 
84< Kt. to adv. K. B. wcond square and chackmUM. 



SECOND VARIATION, 



]• K. P. two (fMom 

S. K.B.t»Q.B./«rlk,q. 

3. Qf le K. teamd Mguart 
*. K. B. p. lun ijuara 

5. K. Kl. lo K. B. lUrd iq. 

6. Q. P> two squares 

7. Q- B. P. one aquire 
S. K. R. P. two iquaies 
9- K. U. P. Ukes P. 

10. K. Kl p. one tquire • 

11. K.Kl toadv. K. fourth *q- 
IS. Q. to K. third square 

13. K- Kl to adv. K. Kl third 

14. K. Kl takes K. R. 

15. K. P. one iqiure 

16. Q. to adv- K. Kt- fourth *q. 

17. Q. to adT. K. R. fourth sq. 

and checks 
IS. Q. take* K. R. P. 



rs or THS narr TAUATtOH. 

1. K. P. ia» ifuarn 

9. K.B.hQ.B./aaAtfiian 

3. Q. to K. ireomi j^More 

4. K. P. taka P. 

fi. K. Kt. P. Iieo igwint 

6. K. B. to adT. Q. Kt. fourth 

square aod cbedcs 
7- K. B. toQ. R-fbonhiq. 
e. K. B. P. ona Mjaatc 
9. P. takes P. 

10. P. to adT. K. Kl ibuRh sf. 

11. P. to adT. K. B- Ihiid iq. 
IS. K. Kt. to K. B. third sq. 

13. Q. to K. Kt. second square 

14. Q. takes K. Kt 

15. K. Kl lo its square 

16. K. Kl 10 K. second iqMre 

17. K. to Q. square 

18. Q. takes Q. 



It alia pUj K. Kt. to adr. K. footh tqaarek 
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19. R.tikeiQ. 

20. K. p. one tqoaie 

21. R. to adv. K. R. square 

and checks 

22. Q.B. toadv. K. Kt fourth 

aquare and checks 

23. R. takes Kt and checkmates. 



19. Q. P. one square * 

90. Q. P. one square f 

91, K. Kl to its square 

S2. K. to his square. 



THIRD VARIATION,! 
BwmnmiG at thb noHTB mote op thi sicoko variation. 



1. K. P, iwo iquaret 

2. &B.toQ, B.Jburik sq, 

3. Q. id if. second squart 
4., JT. B. Pi two squares 

5. K. Ki. to K. B: thkdsq. 

6. Q. P. two squares 

7. Q* B' P. one square 

8. JT. 22. p. two squares 

9. K. Kt to adv. K. Kt fourth 

square 
la Q. B. takes P. 

11. K. castles 

12. Q. fi. takes P. 

13. Q. to K. third square 

li. K. R. to adv. K. B. second 
square 



1. K. P, two squares 

2. K.B.to Q.B. fourth square 

3. Q» to K. second square 

4. K. P. takes P. 

5. K. Ki, P. two squares 

6. K. B.toadD,Q. Kt, fourth 

square and checks 

7. K,B.toQ. R.fourth$q. 

8. K. Kt. P. one square 

Q. K. Kt to K. R. third sq. 

10. K. B. P. one square 

11. P. takes K. Kt 

12. Q. to K. Kt second sq. 

13. K. Kt to its square 

14. Q. to K. Kt third square 



* It would be better to play tfiis P. two tqoares. 

t Q. B. P. two squares wookl be much better. 

t This Tviatioo is extremely well pbjed bj the White. 

L 
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WHm. BLACK. 

15. Q. to K. B. foorth square 15. Q. P. one sq[aare 

16. R. to adv. K. B. square and 16. K. to Q. second square 

checks 

17. K. B. to adv. K. B. second 17. Q. to K. Ku second square 

square 

18. K. B. to adv. K square and 18. K. to hb third square. 

checks. 

19. Q. P. one square and checkmates. 



FOURTH VARIATION, 

BEGINNING AT THE FIFTH MOTE OF THE FIRST TARIAXtOir. 



1* JT. p. two Squares 

9. K. B, to Q. B, fourth square 

3. Q' to K> second square 

4. K, B. P. two squares 

5. K- Kt. to K. jB. third sq. 

6. Q. P. two squares 

7. Q. B. P. one square 

8. K. P. one square 

9. K. castles 

10. K. Kt to K. square 

11. K. Kt. to Q. third square 

12. Q. Kt. to Q. seoond sq. 

13. Q. Kt. to K. fourth square 

14. Q. Kt. to adv. Q. third sq.t 

15. Q. Kt. to adv. K. B. fourth 



1 . K. P» two squares 

2. K. B. to Q. B, fourth sq. 

3. Q. to K. second square 

4. K, P. takes P. 

5. K. Kt. to K. B. third sq. 

6. K. B. to adv. Q. Kt. fourth 

square and checks 

7. K. B. to Q. R. fourth sq. 

8. K. Kt to K. R. fourth sq. 

9. K. castles 

10. Q. to adv. K. R. fourth sq. 

11. K. Kt. P. two squares 

12. Q. B. P. one square 

13. K. toQ. R. square* 

14. Q. Kt. to Q. R. third sq. 
sq. wins the Q. and the game. 



* The Fcaaon this move is made, b to prevent the White firom tdung die 
Kt with the Q. and then playing K. Kt to adv. K. B. third sqnaie. 

t The situation of thb Knight is snflkieDt to decide the^game m isfour 
of the White. 
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FIFTH VARIATION, 



XMnflflllG AT THE THlRTBEIfTH HOYK OF THI FOURTH VARIATION. 



Voiitton of t)f 




WHITB 

14. K. B. to Q. Kt. third sq. 

15. Q. Ukes K. Kt. 

16. Q. Kl to adv. K. fi. third 

square and checks 

17. Kt ukes Q. and will win. 



BLACK. 

13. Q. Kt. P. two squares , 

14. K. B. to Q. B. second sq.* 
16. Q. takes Q. 

l6. K. to his Kt. second sq. 



* If he were to plaj this Bishop to Q. square, you would wiq a piece 
bj phiyiog Q. Kt to adv. Q. third square. 




SIXTH VARIATION, 

BHUtHDW AT TOB THUTBBMTH MOTB Of 1BI tOVXTK VAWUmW. 

Sctthepnc»di»g Di ^ rwm. 

WHin. BLACK. 

13- K. Kt to iti Mcood MjuiTc 

14. K. Ku ukcs P. 14. P. l^et K. Kt. 

15. R. Uke* P. 15. Q. la K. Mcond iqDUe 

16. Q. Kl to adT. K. B. third IS. K. to bii R. squuc 

iquue nod cbecki 

17. Q. to K. fourth tquare, and will checkniAte at ad*. K. R. 

MCMid aqnaic, or will pin the Q. 



^HocRtp-tifib ffianu. 



1. K. p. two tquare* |. K. P. one aquare * 

9. Q. P. twotquam s. K. Ki. to K. B. third aq. 

3. K. B. to Q. third iquan: 3. Q. Kt to Q. fi. thiid mf. 

4. K. Et^lo K. B. third kj. 4. K. B. to K. Mcood iquare 
6. K. K. P. two »qaare» 5. K. caitles 

6. K. P. one iquare f 6. K. Ku to Q. fourth iquaie 

7. K. B. takes K. R. P. aod T. K. lakes K. B. J 



* Thii method of DpeiUiig Ihe gune u bad, m it cedGdcs the pieoci, lod 
enablei the adTcmij to crowd tfae sanw. 

t Thb and tbefcllowiagniOTWortheWhite are atramelj well plMjed. 

1 Sboidd be refuK h. take B. yon roujt still pi.; K. Kt. to hk K. KL 
foaith aqoan, in order to play afterwards Q. to «}t. K. B, fenrtb wj., *c 
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wRin. 
a K.Kt. toadT. K. Kt fourth 

aquare and checks 
^ K. R. P. Ukct K. fi. and 

cheeks with K. R. 
la Q. to adv. K. R. fourth sq. 
11. P. to adr. K. Kt third sq. 



BLACK. 

a K. fi. takes K. Kt* 
9. K. to K. Kt. square 

10. K. B. P. two squares 

11. K. R. to K. square. 



13. Q. to ad?. K. R. square and checkmates. 



FIRST VARIATION, 



BBOUriflNG AT THB EIGHTH MOTS OP THS BLACK. 



1. K. P' two squares 

2. Q. P. iwo squares 

3. K. B. to Q. third square 

4. K.Ki.to K. B. thkdsq. 
6. JT. R. P. two squares 

6. K- P. 011^ square 

7. K. B. takes K. R. P. and 

diecks 
Z, K,Kt.to ado. K. Kt, fourth 

square and d^ecks 
9. K. R, P. one square and 

checks 



1. K. P> one square 

2. K. Kt. to K. B. third sq. 

3. Q. Kt, toQ.B. third sq. 

4. K. B. to K second square 

5. K castles 

6. K, Kt. to Q, fourth square 

7. K. takes K B. 

a K. to K. Kt third sq. 

9. K. to K. B. fourth square 
(Or A). 



10. K. Kt P. two squares and checkmates. 



* If ioilead of taking the Kt he play the K. to his R. or Kt square, 
joa most pkj tiw Q. to adv. K. R. iborth square ; if he play the K. to hu 
R. third square he will lose the Q., and if the K. to K. Kt third square 
see the fint Tariatbo. 




(Or A) 
WBtTB, UACK. 

9. K. to K. R. tbiid iquare 
IIX Kt.takesK.B.P.indcheck9 10. K. to K. B. kcmkI (quiK. 
It. Kt. uks Q. and will wJD. 



SECOND VAEIATION, 
mioiiiBtaa at tbb nimtb iioti or the black. 

1 ■ K' P. too ipmra 1. K. P. one iqvan 

f. Q. P. fuw tfuara 3. K. Kl. to K. B. (AtrJ if. 
$. K.B.ICQ. Mniipian 3. Q. Kt. U> Q. B. dtri j;. 

4. JT.iTf. to j:.B. Mirdtjiuvv 4. JT. £. U> K. ttoar^ vptart 

5. f. A. P. tuTo i;iun» 5. iT- mat/o 

fi. £'. P. on« tfuore 6> J?- A. f!) Q-Jiatrtk tqvan 

7. K. B. taka K. R. P. and 7. K. iakaK. B. 

6. K. Kt. to ado. K. Kl.faarlk 6. K. B. laket K- Kl. 

ifuare and theeki 

g. Jr. R. P. lain K- B- and 9. K. to K. Kt. third iquue 

chaJu 

10. Q. IouIt. K. R. raarth *■). 10. K. to K. B. founh squire 

utd checks 

11. Q. toadr. K. R.MCondaq. II. K. Kt. P. one tqutre 

and checks * • 

IS. Q. to K. R. third sq. and 12. K. loadr. K. fourth sq. 

checks 
13. Q. lo Q. third square and checknatet- 

■ 1hiiuaa9flei9nia*e,;(N] iboaJd check with lbe% at K. B. tUld 
aquue, &c. ai BUck cannot plaj K, to his Kt. (lurd iqoare wilbcnt bdof 
chrckraated on ihe mote. 
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S^fDtntB'iottt^ CEfsmt* 



WHITl. 

1. K. p. two squares 
S. Q. P. two squares 
3. K. fi. to Q. third square 
4^ Q. B. to K. third square 

5. K. B. P. two squares 

6. K. Kt. to K. B. third sq. 

7. Q. B. P. two squares 

a Q. Kt. to Q. B. third square, 
Q. side, and advancing the 
win the game.t 



BLACK. 

1. Q. Kt P. one square * 

2. Q. B. to Q. Kt. second sq. 

3. Q. Kt. to Q. B. third sq. 

4. K. Kt P. one square 

5. K. B. to K. Kl second sq. 

6. K. Kt to K. B. third sq. 

7. K. castles. 

and afterwards castling on the 
Pawns on the K. R. side, will 



VARIATION, 



BBGUflfllf G AT TBB THIRD MOYB OP THB BLACK. 



1. K. p. two square$ 

2. Q. p. two squares 

3. K.B.to Q. ilurd square 

4. K. P. takes K. B. P. 

5. Q. to adv. K. R. fourth sq. 

and checks 



1. Q. Kt. P. one square 

2. Q. B. io Q. Kt. second sq. 

3. K. B. P. two squares 

4. Q. B. takes K. Kt P. 
6. K. Kt P. interposes 



* This ii alto a bad method of opemng the gmie. 

t Bbck has certamly a weak game. Us pieoes are confined, and the 
adnnoeol his K. Kt P. will enaUe joa earilj to break through hb F^wd* 
on 6ie K. R. side. 



6. P. uka P. 6. K. Kt. to K. & third tc 

7. P. taka P. and cbecktwith 7. E. KL taka Q. 

tbeQ-t 

8. K. B. to adv. K. Xl third tqiuK and checknute*. 



SfiuniB-Sfft fflame. 



1. K. P. two sqaares 1. K. P. two iquam 

S. K. B. P. two tqnam £. Q. P. two tqaarM \ 

3. K. P. take* Q. P. 3. Q- takea P. 

4. Q. Kt. to Q. B. third ki. 4. Q. to K. third iquare 

5. K. Kl to K. B. third sq. 6. P. Uket P. and ckMks with 

iheQ. 

6. K. to K. B. KCODd iquareS 6. E. B. to Q. B. fourth aq. 

and checki i| 

7. Q. P. iwotquam 7. K. B. to Q. third square 

8. K B. to adr. Q. Kl fourth B- K. to K- B. or (o Q. iqaare 

•qoare and checks (Or A 

9. K. R. to K. Mjnire 9. Q. to K. B. fourth aqnare. 
10. K. R- to' adv. K. aqnare and checkmates. 

* Imlead of Ihii ume, ho ilioDld pla; K. B. Id K. Kl Hxaad >quaie, 
be would, boweter, eren tbeo, hire a bad gune. 

t TKt m wcD plajed, br better tban adTandag tbe P. on the IL wUdi 
to amty phjcn woald tffaa the beit more. 

t TU* moTe ii freqaeotl; plajed bj thoie who wiib to avoid die attack 
af dte gmmUt; il u good pl>; vhoi the putj recena the oddi of ■ piece, 
bnt Wiieen crra platen h ii bettsr to tmke the V. 

f Thuii agood more; it freqaeotl; bappcM that it ii bettv Is more 
tb« K. wben atMcked, than ni ter |iu K a piese. 

I TIm kdacidedJT a bad mait. m tbe Balnp Ii Arced lo nnnre hn- 
ne&tdj ; ttwoold be bcttd U pla; At B. to K. aecoid •qoare, ot Q. B. r. 
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(Or A) 

WHITB. BLACK. 

& Q. R P. one square. 
9. K. R. to K. sqoare and wUl win the Q. 



Wmtitsrfiixib CEranu. 



1. K* P. two squares 
t« K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. Q. fi. P. one square 

5. Q. P. two squares 
t P. takes P. 

7. K. to his fi. second sq.^ 

8. Q. R. P. one square 

9. Q. Kt P. two squares 
10. K. B. to adv. Q. Kt fourth 

square and checks 
11* K. R* to K. square 
If. IL to adv. K. tquaie and checkmates. 



1. K. P. two squares 

2. K. B. to Q. B. fourOpeq.* 

3. Q. P. one square 

4. Q. to K. second square 

5. K. P. takes Q. P. 

6. Q. takes K. P. and checks t 

7. K. B. to adv. Q. Kt. fourth 
\ square 

8. K. B. to Q. R. fourth sq. 
g. K. B. to Q. Kt third sq. 

10. K. to his B. or to Q. sq. 
(Or A) 

11. Q. to K. B. fourth square. 



(Or A) 

10. Q. B. P. one square 
II. K. R. to K. square and will gain the Q. 

^ It is better to take Hw Pawn. 

t Ibe BhdL loteft tke game by this move; be ougbt to have checked 
wnb die K. B. 

t Many plajeri wooM think this a bad more, and faistead of it would 
in H ipu B t the K. B. or the Q.; the renudnrng moves ibew bow decidedly 
better play it is to aaove the King, as Black cannot now aToid the km of a 
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tSRomtp-wbentift <!Efame. 



WHTTC 

J. K. P. twoKiuares 

2. K. B« P. two squares 

3. Q. Kt. to Q. B. third sq. 

4. Q. P. two aqoares 

5. K. B. to Q. third square 

6. Q. to K. second square 

7. K. P. one square 

8. P. takes K. Kt. 
Q. P. takes Q. 

10. Q. R. P. one square 

1 1. Q. B. to Q. second square 



BL4CE. 

]. K. P. two squares 
S. K. Kt to K. B. third sq.* 
3. P. takes P. 

4* K. B. to adv. Q. Kt fourth 
square 

5. Q« to K. second square 

6. Q. Kt to Q. B. third sq. 

7. Q. Kt takes Q. P. 

8. Kt takes Q. 

9. Q. Kt takes Q. Kt 

10. K. B. to Q. R. fourth aq. 
and will win. 



VARIATION, 



BBGIM NIMO AT THB SBTBNTH MOTS OF THB BL4CK. 



1. K. P. iwo sqtuares i 

3. jr. B. p. two squares 

3. Q. Kl to Q. B. third sq. 

4. Q. p. /u;o squares 

6. if. B. to Q. third square 

6. Q. /o /if. second square 

7. JUT. p. one square 

8. Q* B. to Q. second square 



1. JT. P. /UN) sfwares 

S. JT. JT/. /o JT. £. tUrd sq. 

3. P. /dfcei P. 

4. jr. B. to ado. Q. Kt. fourth 

square 

5. Q. to K. second square 

6. Q. if/, to Q.B. third square 

7. K. Kt to Q. fourth square 

8. Q. Kt takes P.f 



* It li better plaj to take the Pawn. 

t 1 hb b not well plajed ; it would be better tu exchauge Knighdu 
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Q. Q. Ku takes K. Kl 

IOl K. Kt P. one tquare 

11. Q. to K. Kt. second square 

If . K. to his B. square 

13. Q. takes Q. 

14. Q. takes K. Kt P. 

15. Kt to adv. K. B. third tq. 

and checks f 

16. Q. B. takes K. B. and 

checks 

17. P. takes P. and checks 

18. Kt. to adr.Q. fourth square 

and checks 
. 19. Q. takes Kl 

to. K. B. to adv. Q. Kt fourth 
square and checks ' 



■LACK. 

9. Q. to adv. K. TU fourth sq. 

and checks * 
10. P. takes P. 
li; P. Ukes P. and checks with 

theQ. 
is. P. takes K. Kt heoomes a 

Q. and checks 

13. Q. to her square 

14. K. R. to K. B. square 

15. K. to his second square 

16. Q. P. one square 

17. P. takes P. 

18. K. to his square 

19. Q. B. to K. third square 

20. Q. B. to Q. second square 



* If imtead of this mere be. were to take jour Q. B« yoa mast take bis 
B. whh jow King. 

t Ton might also play as ibUowt : — 

15. Q. Bl to adT. K. Kt firarth sq. 15. If he play K. B. to K. secxaid 

square, you will e^dently win 
the Qoecn, therefore, K. B. P. 
one square 

16. K. Bl to adT. K. Kt third sq. 16. P. takes B. 

and checks 

17. Q. Sskes P. and checks 17. K. B. to K. B. seooad squara 
18» K. R. to adT.K«R. square and 18. K. B. interpows 



19. K. takes R. 

20. K. to hb square 
tl. K. R. interposes. 



19. K. R. takes K. B. and checks 

fa Q. B. checks 

Si. Q. to adT. K. Kt square and 

checks 
SS. Q. takes B» and checkmates. 
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fl. Q. to K. fourth tqdaiB and 21. Q. toK. 

checks 
42. Q. takes Q. and checkmates.* 



KING'S GAMBIT. 



WsutitTSiHi^ilb <!Efaint. 



1. K. P. two squares 

2. K« B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 
6. K. Kt. to adT. K. fourth 

square t 

6. K. to K. B. square 

7. Q. P. two squares 

8. K. Kt. to Q. third square 

9. K. Kt. P. one square 

10. K. toK.B. second square § 



1. K. P. two squares 

f . K. P. takes P. 

S. K. Kt. P. two squares 

4. K. Kt. P. one square 

5. Q. to adv. K. R. fouidi sq. 

and checks 

6. K. Kt. to K. R. third sq. 

7. Q. P. one square 

8. K. P. to adv. K. B. third sq. 

9. Q. to adv. K. EL thiid sq. 

and check sj 

10. Q. to adv. K. Kt second 

square and checks 



• Tbh^me tt ikilfoUj pkyed by the Whits. 

t If the White, instead of this move, were to castle* and filick Is take 
the Kt., it would constitute the Musio Gambit, a game of which the attack 
b to powerful in the hands of a skilful player, that very iiew, even aosgig 
the bert players, can withstuid it 

Mt is wn»g to g^ve thb check, it wooki be better to play Q* to K. 

i It is better to p]^ K. to hh square as in the iiist 
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11. K. to K. third tqvaie 
IS. K. Ku to K. B. fourth sq. 
IS. K. B. to its square 

14. K. B. to adr. Q. Kt fourth 

square and checks 

15. K. B. takes P. and checks 

16. Q. takes Q. and will win. 



BLACK* 

11. K. Kt. to its square • 
19. K. B. to K. R. third sq. 

13. Q. takes K. R. 

14. Q. B. P. one square 

15. P. takes K. B. 



FIRST VARIATION, 

* 

XlOIHinifG AT THE TBHTB MOVE OP THB WBITI. 



1. JT. P. two Squares 
$• K' B» p. two squares 

3. K. Kt, to K. B. third $g. 

4. K.B.to Q. B. fourth sq. 

5. K. Kt, to ado. K./ourth sq. 

6. JT. to K. B. square 
7* Q' P. two squares 

8. K.Kt.to Q. thirdsquare 

9. K. Kt, P. one square 

m 

m 

IIX K. to his square 

11. K. Kt to K. B. second sq. 

\t, K. B. to its square, winning 



1. K. P. two sqiMores 

«. K, P. takes P. 

3* JT. Kt. p. two squares 

4. K. Kt. P. one square 

5. Q. to ado. K. R.Jourth sq. 

and checks 

6. K. Kt. to K. R. third square 
7* Q. P» one square 

8. K. P. to ado. K.B. third 

square 
Q. Q. to ado. K. R. third sq. 

and^cks 

10. Q. to adv. K. Kl second sq. 

11. Q. Kt. to Q. B. third sq. 
theQ. 



^ Black would do better to play Q. to adv. K. second square. 
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. SECOND VARIATION, 
BiGnnrno Air thb tbith motb op thb raiT TAUATioa. 

WHITB. 

1* K» P* two sguam 
9. JT. B. P. /loo »guam 

3. JT. IT/. <o JT. JB. iiUrtf #^. 

4. jr. B. to Q. B, fourth sq. 

5. JT. i&. loodb. K, fourth sq. 



6. IT. la K. B. square 

7. Q. P. /too sQuaret 

8. JT. iCr. lo Q. third square 
9* JT. if/, p. Ofi« s^ttorf 

10. K' to his square 

11. K. Kt to K. B. fourth sq. 

12. Q. B. to Q. second square 

13. K. Kl to adv. Q. fourth sq. 

14. K. B. to Q. third square 

15. Q. B. to K. third 8quare§ 
Id. Q. Kt. P. two squares 



1. K.P»iwo9fmrm 
9. K. P. tahs P. 

3. K. Kl. P. two tqmano 

4. K. Kt. p. one square 
6. Q. to adv. K. R.fhmrAsq. 

and checks ,, 

6. K. Ki. to K. R. third $q. 

7. Q. P.onesquare 

8. K P. to ade. K. B. Mrdsq. 

9. Q. to ad». K R. third sq. 

and checks 
10. Q. to K. R. fourth square* 
n. Q. to Q. R. fourth tqnare 

and checks t 
18. Q. to Q. Kt. third tquaie 
18. Q. takes Q. P.{ 

14. Q. to Q. B. fourth tq. 10 

preserre both Rooks 

15. Q. to Q. R. fourth square 

and checks 

16. Q. to adv. Q. R. fourth sq. 



* If be were to play any otber piece, White would win the 
playlbg K. Kt to K. B. fourth iqiiare. 

t It wonkl be better to play Q. to K. Kt fourth tqiiaie* as White en 
obCun DO material advantage by remoring the Kt and attacking the Q.' widi 
Q.B. 

t If he take Q. Kt P., yon will win the Q. by playing Q. E. to its 
third square; and if be play Q. to Q. B. third square, yoa will also wb the 
Q. by playbg K. B. to adv. Q. Kt fourth sqnare. 

§ Yoa would win the Queen sooner by playing Q. B. ta Q. Kt fourtk 
square. 
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BIACK. 

17. K.B. to adT. Q. Kt fourth * 17. Q. takes K. B. 

aqtnie and checks 
la. K. Kt. takes K. B. P. and 18. K. to Q. square. 

checks 
19. K. Kt. takes Q. and will win. 



THIRD VARIATION, 

BMinmiO AT THE TWfUPTH M 0TB OF THB SBCOITD VARIATION. 



1. JT. p. two tquara 
S. JT* B. p. two tfuam 
3* Jk» Kt* to K» Bm third f^> 

4. K. B. to Q. B, fourth sq. 

5. JT. Kt* to ado, K. fourth sq. 

6u K. to K» B. square 
7* Q* P* two squares 
9» JT* Kt. to Q. third square 
9. K0 Kt. P. one square 

10. K to his square 

11. jr. Kt. to K. B. fourth sq. 

IS. Q^B. to Q. second square 
IS. Q. Kt. to Q. R. third sq. 

14. K. Kt. to adv. Q. fourth sq. 

15. Q. Ku P. one square 

16. Q. B. to Q. Kt fourth sq. 

17. Q. R. to Q. Kt square 

18. Q. R. to its square 

19. Q. B. to its third square 



1. 
2. 
S. 

4. 
5. 

6. 

7. 

8. 

9- 

10. 
11. 

IS. 
13. 
14. 
15. 
16. 

17. 
18. 

19. 



K. P. two squares 

K.P.takesP. 

K. Kt. P* two squares 

K. Kt. P. one square 

Q. to ado. K R. fourth sq. 

and €necxs 
K. Kt. to K. R. third sq. 
Q. P. one square 
K. P. to ado. K B. third sq. 
Q. to ado. K. R. third sq. 

and checks 
Q. to K. R. fourth square 
Q. to Q. R.fourA square 

andcheds 
Q. to adv. Q. R. fourth sq. 
Q. B. P. one square * 
Q. Kt P. two squares 
Q. Ukes Q. Kt 
Q. to adv. Q. Kt second sq. 
Q. takes Q. R. P. 
Q. to adv. Q. Kt second sq. 
Q. takes Q. R. 



* Q. to K. tecQod square b a better more. See the foarth f a riatio e . 



so. Q. lake* Q. 90. Q. B. P. taket Kt. 

81. K. B. ukei P. at adv. Q. 21. Q. Kl (o Q. iccond iquare. 

fourth iqiure 
SS. K. B. Uke* Q. R. and will win. 



FOURTH VARIATION, 

■HiaHlNS AT TBI TBUTEHrrH MOTB OF !■■ THIRD VAUATIOH. 

VMftioo at tQi Tfittn. 




13. Q, to her leeond •qnan 
14. K.Kt.ioadv.Q. fowth)). 14. K.B. taK.KLHe(M)d«|.* 
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WHITB. 

15. Q. B. takes K. Kt. 

16. K. Kt. to adv. K. B. third 

square and checks 

17. Kt. takes Q. and will win. 



BLACK. 

15. K. B. takes Q.B. 

16. K. to K. B. square. 



9&mitB-n(nt]^ same. 



I. K. P. two squares 1. K. 

5. K. B. P. two squares 2. K. 

3. K. Kt to K. B, third sq. 3. K. 

4. K. B. to Q. B. fourth sq. 4. K. 

6. Q. P. two squares 6. Q. 
6. Q. Kt. to Q. B. third square 6. Q. 
7* K. R. P. two sqq«f0t 7. K. 
8. P. takes P. 8. P. 
g. R. tikes R. 9 K. 

10. K. Kt to adv. K. fourth sq.» 10. Q. 

11. Q. to adv. K. R, fourth sq. 11. Q. 

12. Q. P. takes P. 13. Q. 

13. P. to adv. K. third square • IS. K. 

14. P. Ukes K. B. P. and checks 14. K. 



P. two squares 

P. takes P. 

Kt. P. two squares 

B. to K. Kt a^oond sq. 

P. one square 

B. P. one square 

R. P. one square 

takes P. 

B. takes R. 

P. takes K. Ktf 

to K. B. third square 

to K. Kt. second square 

Kt to K. B. third sq.^ 

to K. B. square § 



^ Thb move is ingenkxis, and may be ventured against an iaierior player, 
but if the Black play properly. White will lose the game. 
f It liiMild be bad play to take the Kt with the B. 
t Bbck might alio play. 



14. K. B. takes Q. B. 

15. K. B. takes K.B. P. and checks 
16w Q. fSBDoves. 



IS. Q.B. takes P. 

14. K. Kt to K. B. third square 

15. K. to K. B. square 

16. Takes K. B. and has the best of 

the game. 
$ In the first variatkm the K. is moved to his second sqoarc, wliich is 
play. 

N 
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MTHITB. « BLACK. 

16. Q. B. takes P. at K. B. 15. K. Kt. ukea Q. 

fourth square 
16. Q. B. to adv. Q. third square and checkmates. 



FIRST VARIATION, 

BEGINNING AT THE VOURTEENTH MOYB OF THE BLACK. 

9o0ttton oC tfje 9^tt$. 




15. Q. to K. second square 



14. K. to K. second square 

15. Q. B. to K. third tquaret 



• If the P. take the Q. B. White will checkmate with the Queen, 
t This is not a good move ', it would be better to play the B. to adv. 
K Kt. fourth square. 
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WBITB. BLACK. 

l5. K. B. takes Q. B. l6. K. takes K; B. 

17. Q* to Q. B. foarth sq. and I7. K. to K. second square • 

checks 
1& Q. to Q. Kt. foarth square 18. K. takes P. 

and checks 
19* Q. takes Q. Kt P. and 19. Q. Kt. to Q. second square. 

checks 
90. Q. takes Q. R. and will win. 



SECOND VARIATION, 

BBOIMNIIIG AT THE FOURTBBNTH M OVX OF TBI BLACK. 

See ike preceding 



15. Q. takeslK. Kt. P. 

16. P. one square becomes a Q. 

and checks 
17* Q. ukes K. B. 

18. Q. takes K. Kt. 

19. Q. to adv. K. B. second sq. 

and checks 

20. Q. B. to K. B. fourth sq. 

and checks 



14. K. to Q. square 

15. Q. takes Q. 

16. K. to Q. second square t 

17. Q. takes K. Kt. P. % 

18. P. to adv. K. B. third sq. 

19. K. to Q. third 8quare§ 

to. K. to Q. B. fourth square 



* If Black play the K. to his fourth sqvare, or to Q. seoood square, you 
BKist ID die former case play Q. to adv. Q. B. fourth sqoare, and then ad- 
vanoe the P. to Q.^ and in the latter case, Q. to Q. Kt. foarth square, 5cc 

t If be were to play the K. to Q. B. second square, you migbt play 
Q. Kl to K. ifcood square. 

X This is bad play, as be k»es the Kt for the Pawn ; it would be better 
to move the K. to Q. B. second square. 

$ If be play the K. to Q. square, you aiay check with the Q. at adv. 
K» Kt, square, then eichange Queens, &c 



SI. Kl to Q. R. fourth s^aie ai. K. lo adv. Q. fonith « 

and checks* <Or A) 

tS- Q. B. P. one ■]. and chccka S8. K. Ukea K. P. 
C3. Kt. to air. Q. B. Touith Kjutre Mid cbeckauM. 



<OrA) 
VMttunoftttVlem. 




^ 







* The chcckoute im; be only gWo) in three mora, a. ^. 
31. 4. B. to K, third iqure and II. K. to Q. thinl KjiaTe (Or A) 

check* 
13. R. to Q. *q<>iii« and ebecki St. K. lo hi> fourth tqoMe. 

IS. Q. B. |o K B. fourth iquve and clteckmitei. 
(Or A} 

II. K. to *dT. Q. KL finrth •>}. 
II. Q. R. P. eiie «jam eDd check* IS. K. lo <). B. tbnrth Mtaa«. 
S3. Q. Kl p. cbeckmaln. 
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BULCK. 

31. K. to adt. Q. Kt. fourth iq. 
SS. Q. & 10 Q. teoond s^oare 22. K. takes Kt. 

anddvacks 
23. Q. Kt. P. one fqvare and 23. K. to adv. Q. R. third sq. 

dwekft 
94. Q. to adv. K. aeoood sq. 24. K. to adv. Q. Kt second 

and checks square 

25. Q. toadv. K. fovrth square 25. K. takes Q. B. P. {Or B). 

and checks 
26L R. tsheekmates at Q. B. square. 



(OrB) 



25. K. to adv. Q. R. third sq. 
26. Q. B. to its sq. and checks 36. K. to adv. Q. Kt. fourth sq. 
27* Q- B. P. one square and checkmates. 



Wbbctit^ Gwm. 



WHTTB. 

1. K« P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. R« P. two squares* 

5. K. Kt. to adv. K. fourth sq. 



BLACK. 

J. K. P. twosquaies 

2. K. P. takes P. 

3. K. Kt P. two squares 

4. K. Kt P. one square t 

5. K. R. P. two squares t 



* This is not 90 good a move as K. B. to Q. B. foorffa square ; h nay, 

howerer, be plajed without much danger. 

t If he play K. B. P. one square, you most take the P. with the Kt 
t It is much better to play Q. to K. seeond square, and 6ien K. B. P. 

two squares. 
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WHITB. 

6. K. B. to Q. B. fourth 8q. 

7. Q. P. two squares 

& Q. B. takes Gambit P. 

9. K. £t. P. one square 

10. E. R. takes K. R. P. 

11. P.takesK. B. 

13. K. Kt Ukes K. Kt P. 

13. Q. takes Q. B. 

14. K. R. takes R. and checks 

15. K. R. takes Q. 

16. K. B. takes K. B. P. 

17. Q. B. P. one square 

18. K. B. to Q. Kt third sq. 

19. K. to K. B. second square 

20. K. to K. B. third square and 



BLACK* 

6. K. Kt. to K. R. third sq. 

7. K. B. to K. second square 

8. K. B. takes K. R. P. and 

checks* 

9. K. B. to K. Kt. fourth sq. 
la K. B. takes Q. B. 

1 1. Q. P. one square 

12. Q. B. ukes K. Kt 

13. K. Kt takes Q. 

14. K. to K. second square 

15. K. takes K. R. 

16. Q. Kt. to Q. B. third sq. 
17' K. to K. second square 

18. K. Kt to adv. K. third sq.f 

19. K.Kt to adv. K.Kt fourth 

square and checks, 
will win. 



"fSHxts^ixfit <Sfatnt. 



1. K. p. two squares 

2. K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. K. B. to Q. B. fourth sq. § 

5. K. R. P. two squares 



1. K. P. two squares 

2. K. P. takes K. B. P. 

3. K. R. P. one square t 

4. K. Kt P. two squares 

5. K. B. P. one square |[ 



* Q. P. one square is preferable. 

t This and the next more of the Black are completely lost moves, it 
would be better to play the R.; Black has, faowerer, a bad game. 
I This b not so good a more as K Kt P. two squares. 
f K« R. P. two squares is better. 
I K. B* to K. Kt second square is the proper more. 
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WHITI BL4CK. 

6. K. Kt takes K. Et. P.* 6. K. B. P. takes K. Kt t 

7. Q. to adv. K. R. fourth sq. 7. K. to K. second square 

and checks 

8. Q. to adv. K. B. secoqd sq. 8. K. lo Q. third square 

and checks 

9* Q- to adv. Q. fourth square 9. K. to his second square. 

and checks 
10. Q. to adv. K. fourth square and checkmates. 



FIRST VARIATION, 



BBO INNING AT TUB FIFTR MOVE OP THE BLACK. 



1. K. 

2. K. 

3. K. 

4. K. 

5. K. 

6. K. 

7. Q. 

8. K. 

9. K. 
10. K. 



P. tufo squares 

B. p. two squares 

Kt,ioK. B, third sq, 

B. to Q. B. fourth sq. 

R. P. two squares 

Kt. to adv. K. fourth sq. 

P. two squares 

Kt. to Q. third square 

Kt. P. one square § 

Kt to K. B. fourth sq. 



1 . K, P, two squares 

2. K. P. takes P. 

3* K, R, P. one square 

4. K, Kt, p. two squares 

5. K. Kt. P. one square t 

6. K. R. to its second square 

7. Q. P. one square 

8. P. to adv. K. B. third sq. 

9. Q* to K. second square 
10. Q. Ukes K. P. and checks || 



* Yoa-Mgiit to play the Kt. to adv. K. fourth square. 

t He ought to take with K. R. P. 

X It would be better to play K. B. to K. Kt. second square. 

§ Instead of this move, you should take the P. 

I It frequently happens, as in the present instaoce, that taking the K. P. 
with tiie Queen b veiy bad play; he ought to have played Q. B. P. one 
square. 



11. K- to K. B> tMond tquare II. Q. to Q, B. third Mjuue 
19. Q. H> Q. third iquaK 19. R. lo K. Kt. Moond aq^Buc 

13. E. B. to adv. Q. Kt. Tourth *qiurc aod will mo the Q. 



SECOND VARIATION, 

UK «XTH MOTB O* TBI U 



• K. P- Imo iptara 
:. K. B. P^ Itoo tqwots 
I. S. Kt. to K. B. Ddrd iq. 
: K. B. la Q. B. fpurth tq. 
. K. R- P. Iwo iguara 
i. K. Kl. laia K- Kt. P. 
'. Q. to adv. K. R. fourth aq- 

and check* 
I. K. Kt to adv. E. B. Mcond 

iqaaie and check* 
I. K. Kt. take* K. R. and g. K. to Q. aqiiarc 

checki with the Q. 
I. K.Kt.toadr. K.B. Mcond 10. K. to hi* iquue 

■qoare and checit* . 

L. E. Et. take* K. R. P. and ii. E. to Q. tquare. 

!. K. Kt takes Kt. and will win. 



1. K. P. Iiooijuaret 

2. K. P. taia K. B. P. 

3. K. R- P. on* ffMore 

4. K. Kt, P, two (fumt 

6. K. B. P, one iquart 
€. Q. to K. aecond iquaie 

7. E. to Q. squaie 

8. E. toE. square 
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^jbtrts-seconlr (Sam. 



WHITE. 

1. K. P. two squares 
S. K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. K. R. P. two squares 

5. K. B. to Q. B. fourth sq. 
6.K.KL to adv. K. Kt. 

fourth square 
7- K. B. to Q. Kt third sq. 
& K. Kt to K. R. third sq. 
9* Q. P. two squares 
la K Kt takes Gambit P. 
11. R. tikes K. Ktt 
IS. K. Kt to adv. K. Kt third 

square 
IS. K. B. to adv. K. Kt sq. 

14. Q. takes K. R. P. 

15. Kt to adv. K. fourth sq. 

and checks with the Q. 

16. Q. to adv. K. B. second sq. 

and checks 

17. Kt to Q. B. fourth square 

and checks 

18. Q. to adv. Q. fourth square 



BLACK. 



1. K. P. two squares 

2. K. P. tokea P. 

3. K.Kt to K. second square* 

4. K. R. P. two squares 

5. K. Kt to its third square 

6. K. Kt to K. fourth square 

7. K. B. P. one square 

8. K. Kt to its third square 

9. K. Kt takes K. R. P. 

10. K. Kt P. two squares 

11. P. takes R. 

19. K. R. to iu second square 

18. K. R. to K. Kt second sq. 

14. R. takes K. B. X 

15. K. to K. second square 

16. K. to Q. third square 

17. K. to Q. B. third square, 
and checkmates. 



* It b better to play K. Kt P. two sqoares. 
t This b a weD played move. 

t If Black take the Kt instead of the B., White ean checkmate in eighi 
mGfves without giving check every move. 

o 



FIRST VAEIATION, 



1. K, P. two s^uora 
8. K. & P- ttoo tquara 

.3. K, Kt. lo K. B. Mrd tj. 

4. K- R- P. liea i^piartf 

5. K.B-teQ. B./ourth tq. 

6. K.Kl.toada.K.Ki./minh 

7. K. B. lo Q. Kl. third tj. 

8. K. Kl. lo K. R. third ty. 
g. P. takes P. 

10. Q, P. two sqoarea 

11. K. El p. ooe square 

12. K. B. takes K. Kt and 

13. K. Kt takes P. and checks 

14. Q. to K. B. third square 

15. Q.ukcsP.atK. Kt. third 

10. K. Kl lo adT. K. third sq. 

and checks with the Q. 
17. R. to K. B. square and wins 




7. K. B. P. out j^Norr 

8. K. Kt. P. two squares 
9- P. takes P. 

10. K. Kl to K. B. seeood 

11. P. ukes P. 
13. K. takes E. B. 

13. K. to K. Kt. third squue 

14. Q. to K. B. third square 

15. Q. P. one square 

16. K. to K. B. second square 

(Or A). 
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(Or A) 



9o«ttt0ii 0e t|e 9(fCff. 




WHITB. 



17. R. tikes P. and checks 

18. R. tikes K. B. and checks 

19. B. ukes Q. &c. 



BLACK. 

16. K. to K. R. second sq. 

17. K. B. interposes 

18. Q. takes R. 



634157A 
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SECOND VARIATION, 



BEGINNING AT THE THIRTEENTH MOVE OF THE nUT VASIATIOII. 



99%iiion tt t|e ilCecff. 




WHITE. 



HLACK. 

13. K. to his square 

14. R. takes R. 

15. K. to K. second square 



14. R. takes P. 

15. Q. takes R. and checks 

16. Q. to adv. K. B. second sq. l6. K. to Q. third square 

and checks 

17. Q. to adv. Q, fourth sq. 17. K. to his second square. 

and checks 

18. Q* to adv. K. fourth square and checkmates. 
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THIRD VARIATION, 
Bsonnnifo at thb fourtbehth motb of thb second variatiov. 

9of ttion of t)f 9(<tff. 




WHITE. 



BLACK. 

14. R. to K. Kt square , 
15. R. to adv. K. R. second sq.* 15. Q. to K. B. third square f 



* White woold plaj better by moving Q» to K. B. third square, Bkck 

may then play as follows : — 

15. Q. to K. second square (Or A) 

16. R. to adr. K. B. second square 16. K. B. to K. Kt. second square 

17. Q. to adr. K. IL fourth square 17. K. to K. B. square 

and checks {amtimud) 

t Black ought to take the Ku with the Rook. 
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WHITE. 

16. Q. to adv. K. R. fourth sq. 

and checks 

17. Q. B. to K. B. foarth sq. 

18. R. takes Q. 

19. Q. Kt. to Q. second square 
30. Q. B. P. one squar^ 

21. K. Kt. to K. R. third sq. 

22. R. to adv. K. R. second sq. 

23. R. takes Q. B. 

24. K. to K. B. second square 

25. Q. R. to K. Kt. square 

26. R. to K. B. third square 

27. K. to his second square 



BLACK. 

16. Q. to K. Kt. third square 

17. Q. takes Q. 

18. K. B. to K. second sqoaie 

19. Q. Kt to Q. B. third iq. 

20. Q. P. one square 

21. Q. B. to adT. K.Kt foarth 

square 

22. B. lakes K. Kt. 

23. P. to adv. SL Kt. teoond sq. 

24. K. to Q. second square 

25. Q. R. to K. B. square 

26. K. B. to adv. K. R. foarth 

square and checks 

27. K. to Q. square 



18. Q. Kt to Q. B. third square 18. Q. B. P. one square. 

19. Q. B. to K. B. fourth square and will easily win. 

(Or A) 

15. K. B. to K. Kt second sqoare 
16. Kt. to adv. K. R. second sq. 16. If he play Q. to K. second sq.» 

you must play R. to adv. K. R. fourth square ; if be play K. R. to 
K. Kt. square, you must check with the R. and you will win the Q. 
or checkmate him ; if he play K. B. to Q. third square, yon most 
check with the R. and then checkmate with the Q.; but if he play 

K. B. to K. second sq. (Or B) 



If. K. Kt. checks 



17. If he take the Kt he will evi- 

dently loae the Q.; and if 
K. to K. B. second square 

18. K. to K. Kt square. 



1 8. K. Kt. to its fourth square and 

checks with the Queen 

19. K. Kt. to adv. K. R* third square, checks, and will checkmate in two 

moves. 

(OrB) 

16. R. takes Kt. 
17. R. takes R. and will easily win. 
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S8. B. to SL third square 
^. Kl takes R. 

30. K. to K. B. second square 

31. Kt to Q. second square 
Z32, R. takes P. 

33. K. takes R. and will win.* 



BLACK. 

28. R. takes R. 

29. fC. B. to its third square 

30. R. to K. square 

31. R. to K. Kt. square 

32. R. takes R. and checks. 



FOURTH VARIATION, 



BBOIlfHIlfO AT THB TBMTH MOTE OF THB FIRST VARIATION. 



1* K» p. iwo squares 
t. iT. jB. p. tufo squares 

3. K Kt. to K. B. third sq. 

4. K> R» P. two squares 

6. K.B.toQ. B. fourth sq. 

6. K. Kt, to ado. K. Kt. fourth 

square 

7. K. B.toQ. Kt. third sq. 

8. K. Kt. to K. R. tMrdsq. 

9. P. takes P. 

10. Q. P. two squares 

1 1. K. Kt P. one square 

12. Kt takes P. at adv. K. Kt 

fourth square 

13. K. B. to adv. K. B. second 

square and checks 

14. R. to K. Kt square 



1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt, to K. second square 
.4. JT. R. P' two squares 

5. K. Kt. to its third square 

6. K. Kt, to K, fourth square 

7. K. B. P. one square 

8. K Kt. P. two squares 

9. p. takes P. 

10. K. Kt to its third square 

11. P. takes K. Kt P. 

K. P. to adv. K. Kt. second 
square ^ 

13. K. to his second square 

14. K. Kt to adv. K. R. fourth 

square 



* White has certainly the best of the game, but it would be very diiii- 
calt to win it against good play. 
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WHITB. 

16. K. B. takes P. at adv. K. R. 
fourth aquaie 

16. Q. to K- Kt. fourth square 

17. Q. takes K. Kt. 

18. Q. takes K. R. 

19. Q. to adv. K. B. second sq. 

and checks 
SO. Q. to adv. Q. fourth square 

and checks 
21. Q. to adv. K. fourth square 

and checks 
28. Q. to adv. K. R. square and 

checks 
23. Q. to adv. K. Kt second 

square and checks 
84. K. Kt. to adv. K. B. second 

Queen and the game. 



BLaCK. 

15. K. B. to K. Kt second iq.* 

16. K. B. takes Q. P. 

17. K. R. takes K. B. 

18. K. B. takes K. R. 

19. K. to Q. third square 

20. K. to his second square 

21. K. to K. B. square 

22. K. to his second square 

23. K. to Q. third square, 
square^ checks^ and will win the 



tSj&ftts-tjbftb CEfanu. 



1. K. p. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. B. takes K. B. P. and 

checks t 



1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt P. two squares 

4. K. Kt P. one square 

5. K. takes K. B. 



* If instead of this move Black play Q. P. one square, 70a must pby 
K. Kt to adv. K. B second square, aad 70a will gain the Queen. 

t This is not a good move; it u better to play the Kt to adv. K« foorth 
square. 
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6. K. Kt to adv. K. (burth sq. 

and checks 

7. Q. takes K. Kt. P. and 

checks t ' 

8. Q. to adv. K. B. fourth sq. 

and checks 

9. Q. P. two squares 

10. Q. B. takes P. and checks 

11. Q. B. to adv. K. Kt. fourth 

square and checks 

12. K. P. one square 

13. Q. takes K. B. and checks 

14. Q. to adv. K. R. fourth sq. 

and checks 

15. K. castles 

16. Q. to adv. K. Kt fourth sq. 

and checks 

17. K. R. to adv. K. B. third 

square and checks 
18* Q. takes Kt. and checks 



BLkCmt 

6. K. to his diird square * 

7. K. takes K. Kt { 

8. K. to Q. third square 



9. 


K. B. to K. Kt second sq. 


10. 


K. to his second square 


11. 


K. B. to its third square 


18. 


K. B. ukes Q. B. 


13. 


K. to his square 


14. 


K. to his second square 


15. 


Q. to K. square 


16. 


K. to his third square 


17. 


iLt takes K. R. 


18. 


K. to Q. fourth square 



^ He ought to plaj the K. to his own square. 
t It is much belter to take the P. with the Q. than with the Kt 
I If Black ■houki plaj K. to his second square^ yon ooght to pby as 
fcOowi^- 

8. Q. to adv. K. Kt fourth square 8. K. Kt interposes (Or A) 

and checks 

9. K. Kt to its ibarth square 9. K. to K. B. seoood sqoare 
IpL K. P. one sqoare wins the Kt &c. 

(Or A) 

8. K. to Us square 
9. Q. to adv. K. R. fourth square 9. K. to hb seocnd square. 

and checks 
to. Q. to adv. K. B. second square, checks, and will ched^mate in four' 
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BLACK. 



WBIT& 

ig. Q. Kt to Q. fi. third iq. 19. K. takes Q. P.* 

and checks 
SO. Q. to K. B. fourth square 20. K. to Q. B. fourth square 

and checks 

21. Q. Kt. P. two squares and 91. K. to Q. B. third square 

checks 

22. Q. to Q. B. fourth square 22. K. to Q. Kt third square 

and checks 

23. Q. Kt. to Q. R. fourth square and checkaiates.t 



^(rts-fottr4 ffiame* 



1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 
6. K. R. P. two squares 

6. K. Kt to adv. K.Kt fourth 

square 

7. Q. P« two squares 

8. Q. B. takes P. 
g. K. castles 

10. Q. B. P. one square 

11. Q. B. takesP. 

12. Q. to her second square 



1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt P. two squares 

4. K. B. to K. Kt second sq. 

5. K. Kt. P. one square J 

6. K. Kt to K. R. third sq. 

7* Q. P. one square 

8. Q. to K. second square 

9. K. B. P. one square 

10. K. B. P. takes K. Kt 

11. Q. to her second square 

12. K. Kt to its square 



* If be play K. to yoar Q. B. fourth square, yoo most check with the 
Q. At K. B. square, which will ibrce him to take the Q. P. 
t The attack in this game u rerj skilful and ingenioas. 
t This is oot good play; he ouglit to more K. R. P. one square. 
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WRITB. BULCE. 

13. K. fi. to adT. K. B. second 13. K. to his B. square. 

square and checks 

14. K. B. to adv. K. third square^ checks with K. R. and wins 

theQoeen. 



VARIATION, 

BtttmiriNG AT THB THIRTEENTH MOTE OP THE BLACK. 

9of ttum of t|f Ifittn. 




I 



14. ItukesQ. 

15. Q. Kt. to Q. R. third sq. 



13. Q. takes K. B. 

14. K. takes R. 

15* K. Kt to K. second square 



108 



WHITE. 

16. R. to K. B. sq. and checks 

17. Q. B. takes K. Kt 

18. Q. toadT. K. Kt. fourth sq. 

and checks 

19. Q. takes K. B. and will easily win. 



BL4CK. 

16. K. to his square 

17. K. lakes Q. Q. 
18* K. to his square (flr A)* 



(Or A) 

18. K. to his third square 
19. Q. P. one sq. and checks IQ. K. to Q. second square 
90. R. to adv. K. B. second sq. 20. R. to his square. 

and checks 
21. Q* to adv. K. second square and checkmates. 



ULtixt^'fitii <Satiif * 



1. K. P. two squares 
3. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt takes K. Kt. P. 

6. Q. to adv. K. R. fourth sq. 

and checks 

7. Q. takes K.B.P. and checks^ 



1. K. P. two squares 

2. K. P. Ukes P. 

3. K. Kt. p. two squares 

4. K. B. P. one square* 

5. P. takes Ktt 

6. K. to his second square 

7. K. to his square 



* The Black loses the game by this move ; he ought to bsYe pUjed 
either K. Kt. P. oae square, or K. B. to K. Kt. secoad square. 

t If Black refuse taking the Kt. the game will be equally lost, tboogfa 

not so speedily. 

t White might also check with the Q. at adv. K. B. seoood square, 
then at adv. Q. fourth square, and afterwards checkmate at adv. K. fourth 
square. 
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WBTTB. BIACK. 

8. Q. to adir. K. R. fourth sq. 8. K. to his second square. 

. and checks 
9* Q* to adT. K. fourth square and checkmates. 



^Ibfrtp'Sfxt]^ ffiame. 



1. K. p. two squares 
S. K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. K. B. to Q. B. fouith sq. 

5. K. Kt to adv. K. fourth 

square 

6. K* to his B. square 

7. K. B. takes K. B. P. and 

checks t 

8. Q. P. two squares 

9. Q. to K. second square 

10. K. R. P. takes K. Kt. 

11. K. to his B. second square 



1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 
4*. K. Kt. P. one square 

5. Q. to adv. K. H. fourth sq. 

and checks 

6. K. Kt. to K. B. third sq.' 

7. K. to Q. square X 

8. K. Kt. taices K. P. 

9. K. Kl to adv. K. Kt. third 

square and checka 

10. Q. takes K. R. and checks 

1 1. P. takes P. and checks 



* Tkis move b Salvia's, and the game is, therefore, called Salvia's 
Gambit; the move is ingenioat, bat not ao good as K. Kt to K. R. third 
square. 

t Instead of this move Pbilidor directs the White to pky Q. to K. sq. 
which would force the BUck to exchange Queens -, White would then have 
the best of the game. 

X This b not the best move ; K. to hb second square b preferable, as it 
would oblige the White to remove the Bishop in order not to kwe a piece. 



no 



WHITE. BLACK. 

12. K. Ukes p. 19. Q. takes Q. B.« 

13. K. Kt. to adr. Q. B. third 13. Kt or P. takes K. Kt. . 

square and checks 

14. Q* to adv. K. square and checkmates. 



'ST^frtB-SEbnttj^ Game. 



1. K. p. two squares 
8. K. B. P. two squares 

3. K. B. to Q. B. fourth sq.f 

4. K. to K. B. square 
5* Q. P. two squares 

6. K. Kt. to K. B. third sq. 

7. K. B. takes K. B. P. and 

checks 

8. K. Kt to adv. K. fourth sq. 

and checks 

9. Kt takes Q. and will win. 



J. K. P. two squares 

2. K. P. Ukes K. B. P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. B. to Q. B. fourth sq.J 

5. K. B. to Q. Kt. third sq. 

6. Q. to adv. K. Kt. fourth 

square § 

7. K. takes K. B. || 

8. K. to K. B. square. 



* This move is evidently a verj bad oDe, and seemi to have been made 
merely to g^ve the White the power of checkmating in two moves; die 
Black ODght to have played K* B. to K. second square. 

t This is not 80 good a move as K. Kt to K. B. third square. 

X Black loees the game by this move ; he ought to have played K. Kt. P. 
two squares. 

$ Black would play much better by moving Q. to K. R. fourth squaie. 

H In the foorth variation he pkiyi K. to bis B. square. 



Ill 



FIRST VARIATION, 



BSGIItNlllO AT TBE SIXTH MOTS OF THK BIACK. 



WHITE. 

1. JIT. P. two squares 

2. K. B, p. two squares 

3. K.B.toQ. B. fourth sq. 

4. K* to K, B* square 
b- Q. P. two squares 

6. iT. Et. to K. B. third sq. 

7. K. Kt P. one square * 



8. K. to K. B. second square 

9. P. takes P. 

10. K. B. takes K. B. P. and 

checks 

11. K. R. to its fourth square and wins the Q. 



BLACK. 

1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. JT. B* to Q. B* fourth sq* 

5. K. B» to Q. Kt. third sq. 

6. Q. to K. R. third square 

7. Q. to adv. K. R. third sq. 

and checks 

8. P. takes P. and checks 

9. Q. to adT. K. Kt fourth sq. 
10. K. to K. B. square. 



SECOND VARIATION, 

BBOIIfirillO AT THB SIXTH MOVB OF THE BLACX. 



l._ K. P. two squares 

8. K' B. p. two squares 

S. K. B. to Q. B. fourth sq. 

4. JT* to K. B» square 

5. Q, P. two squares 

6. K. Kt. to K. B. third square 



1 . K, P. two squares 

2. K. P. takes P. 

3. Q. to ado* K R> fourth sq. 

and checks 

4. K. B. to Q. B. fourth sq. 

5. K B. to Q. Kt. thirdsq. 

6. Q. to K. B. third square 



* It would dflo be good pby to more K. Kt to adf. K. foorth square, 
as in the fifth TariatkNi. 
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WHITE. 

7. K. P. one square 

8. K. B. to Q. third square 

9. K. R. P. one square 

10. Q. B. to Q. second square 

11. O. R. in K. snuare and wril 



BIACK. 

7. Q* to K. B. fourth square* 

8. Q. to adv. K.Kt. fourth tq.* 

9. Q. to adT. K. Kt. third tq.* 
10. Q. Kt. to Q. B. third tq. 



11. Q. B. to K. square and will win. 



THIRD VARIATION, 

BBGINNING AT THE SIXTH MOVE OP THE BLACK. 



1* K» P> two sguare$ 
t. K' jB. p. two tguares 

3. K. B. to Q. B, fourth sq. 

4. if. to K, B. square 

5. Q. P. two squares 

6. K. Kt, to K. B. third sq. 

7. Q. B. lakes P. 

8. K. B. takes K.B.P. and checks 

9. Q. B. to K. Kt. third sq. 

10. Q. Kt. to Q. B. third sq. 

11. K. B. to Q. Kt third sq. 

12. Q. to her third square 

13. Q. R. to K. square 

14. Q. B. to adv. Q. third sq. 

and checks 

15. R. to adv K. second square 

16. Q. Kt. takes Q. P. 

17. Kt to adv. K. B. third sq. 

and checks 

18. R. to adv. K. square and checkmates. 

* He would play mocb better by soffering the Gambit P. to be taken, 
instead of defendiog it with the Q. 

t It would be better to move Q. P. one square. 



1. K, P. two sputre$ 

2. K. P. takes P. 

3. Q. to ado. K. R. famrtk sq* 

and check* 

4. K. B. to Q. B. fourth $g. 

5. K. B. to Q, Kt. third $q. 

6. Q. to K. second square 

7. Q. Ukes K. P.t 

8. K. to K. B. square 

9. K. Kt. to K. R. third tq. 

10. Q. to K. second square 

11. Q. B. P. one square 

12. Q. P. two squares 

13. Q. to K. B. sectmd square 

14. K. to K. Kt square 

15. Q. to K. B. third square 

16. Q. takes Q. B. iOr A) 

17. K. to K. B. square. 
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WHITE. 



(Or A) 

BLACK. 

16. P. takes Q. Kt. 

17. K. B. takes P. and checks 17. K. Kt. to K. B. second sq. 

(0»B). 

18. R. to adir. K. square and checkmates. 



(OrB) 
Vofition of t|f Ijfittn, 




17. K. to K. B. square 

18. R. to adT. K. B. second sq. 18. K. to his square 

and checks 

19. R. takes Q. 19. P. takes R. 

9fK Q. to K. third sq. and checks SO. K. to Q. square. 
tl. Q.to adr. K. second square and checkmates. 

Q 
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FOURTH VARIATION, 



BEGlMlflllO AT THE SEVENTH MOYB OF THE EUkCK. 



WHITE. 

1* K. P' two squares 
ft. K. B. P. iwo squares 
3. K. B. to Q. B.faurih sq. 



4. K. to K. B. square 

5. Q. P. /tfM> squares 

6. JT. ffif. to JT. B. /Atrt/i^. 

7. iT. B. takes K. B. P. and 

8. K« R. P. one square 
g. Q. Kt. to Q. fi. third sq. 

10. Q. Kt to K. second square 

11. K. Kt to adv. K. fourth sq. 

and checks 

12. Kt. takes Q., checks^ and will win. 



BL4CK. 

1. K. P. two squarei 
8. E. P. takes P. 

3. a to adv. K. R. Jmrik $q. 

and checks 

4. K.B.toQ. B.fimAtq. 

5. K.B.toQ.Kt.amdwq. 

6. Q. to ado. K. Ki.Jhmrtk$q. 

7. K. to K. B. sqoaie 



8. Q. to adv. K. Ktlhiid tq. 
Q. K. takes K. B. 

10. Q. to K. Kt third sqaaie 

11. K. to K. B. square. 



FIFTH VARIATION, 

BBGIllNIlfO AT THE SETBIITB SIOYE OF THE WHITB. 



1* K. P. two squares 

2. K. B. p. two squares 

3. K. B. to Q. B. fourth sq. 

4. K. to K, B. square 

5. Q. P. /tffo squares 

6. iT. ^/. to if. B. third square 
7* K. Kt to adv. K. fourth sq. 
t. K. B. takes Q. P. 

9. K. E. ukes Q. Kt P. will 



1. K. P. two squares 

2. K. P. takes P. 

3. Q. to odb. jr. R. fourth sq. 

and checks 

4. ir. B. to Q. B. fourth sq. 
6. K. B. to Q. if/. tkMsq. 

6. Q. to E. R. third square 

7. Q. P. two squares 

8. Q. B. to K. third square, 
gun the Q. R. and the game. 
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SIXTH VARIATION, 
BiBnnmf0 at tbk tbutibiitb motb op thb third tasiatioii . 

9Htttaeft|i9teii. 




14. Q. B. to K. R. fourth sq. 

15. Q. B. to ad^. K. second sq. 

and checks 

16. Q. takes Q. 

17. 0- Kt takes Q. P. 

18. K. B. takes P. aod checks 



BIJkCK. 

13. Q* to K. B. third sqaare 

14. Q. to K. Kt. third square 

15. K. to K. Kt. square 

16. K. R. P. takes Q. 

17. P. takes Q. Kt. 

18. K. to K. R. second square. 



19. K. Kl to adv. K. Kt. fourth square and checkmates. 



SETKNTH VARIATION, 

BWMIIllifi AT ma MOBTEEHTS MOTK «V TUB UKTH 

VMtti«iH4e«i«CM> 




IB. K. Kl u K. B. > 

19. K- Kl. to adv. K.Kt. fourth 19. R. to its fourth Hjuara 

80. K- B. Ukcs K. Kt. and 90. K. to K. R. aquue 

SI. K. B. takes P. 21 . R. to adr. K. R. taaA m). 

38. K.Kt.toadT.K.B.Kcond 28. K. to K. Kl iqum. 

•quare and cbnclu 
33. Q.B.takaR. and will win. 
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^(ttg-efglitift €&ame. 



WHITB. 

1. K^ P. two squares 

2. K* Jl. P. two squares 

3.. Ki B. to Q. B. fourth sq. 

4. K. to K. B. square 

5. S. Kt to K. B. third sq. 

6- Q. P. two squares 

7. K. Kt P. one square 

8. K. to K. B. second square 
g. P. takes P. 

10. K. B. takes K. B. P. and 

checks 

11. Q. takes Q. B. 

IS. K. R. ukes K. R P. 

13. K. B. takes K. Kt. 

14. K. to K. Kt square 

15. Q. takes K. B. and checks 



BLACK. 

J. K. P. two squares 

2. If. P. ukes P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. Q. P. one square • 

5. Q. B. to adv. K. Kt. fourth 

square 

6. Q. to K. R. third squafe 

7. Q. to adv. K. R. third sq. 

and checks t 

8. P. takes P. and checks 

9. Q. B. takes K. Kt 

10. K. to Q. square J 

11. Q. to her second square 

12. K. R. takes R. 

13. K. R. to adv. K. R. second 

square and checks 

14. K. R. takes Q. B. P. § 

15. Q. to K. square 



* K. Kt. P. two squarei is a better move, 
t BiKk BBj also play as folk>wi : — 

7. Q. B. to adv. K. R. third sq. 



and checks 

8. K. Kt. P. two squares 

9. P. takes P. 



8. K. to K. B. scoood square 

9. F.tMke»V. 
10. Qb to her leooiid square, &c. 

X Had he moved K. to Q. second square, he woaM have kMt the Q. 
$ There are two variatkMis on this iMv«. 
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WHITE. 

16. Q. B. to adr. K. Rt. foarth 

square and checks 
17- K* B. to adv. K. third sq. 

and checks 

18. Q. to adv. Q. square and 

checks 

19. Q. P. one sq. and checks 

20. P. takes Q. and checks 

2 1. Q. Kl to Q. B. thud square 

and checks 

22. Q. to adr. K. square and 

checks 

23. Q. to K. fourth square, checks, and will win. 



BL4CK. 

l6. K. to Q. second square 
17- Q. takes K. B. 

18. K. to Q. B. third square 

19. Q. takes P. 

20. K. takes P. 

21. K. to his fourth square 

22. K. to ady. Q. fourth square. 



FIRST VARIATION, 

BB61MNING AT TBB SIXTH MOTE OP THE BLACK. 



1. K. P. two squares 

2. K> B, p. two squares 

3. K.B.toQ. B. fourth sq. 

4. K, to his B. square 

5. JT. Kt. to K. B. third square 

6. Q. P. two squares 

7. K. P. one square 

8. K. Kt. P. one square 

9. K. to his B. second square 

10. P. takes P. 

11. Q. takes Q. B.* 



1. K, P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R' feurik sq. 

andchecks 

4. Q. p. one square 

5. Q. B.to adv. K. Kt. fourth 

square 

6. Q. to K. B. third square 
7- Q. to K. R. third square 

8. Q. to adv. K. R. third sq. 

and* checks 

9. P. takes P. and checks 

10. Q. B. takes K, Kt. 

11. Q^ to her second square 



* White might also have taken K. B. P. and checked. 
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WHITB. BLACK. 

12. Q. takes Q. Kt P. 12. Q. to Q. fi. third square. 

13. K. B. to ady. Q. Kt. foarth square^ wios the Q. and the game. 



SECOND VARIATION, 

BBSmrnHG AT THB SKTKBTB MOTB OP THE RBST VARIATIOV. 

I* K. p. tW9 Squares 1. K. P. two squaret 

t. JT. B. P. two squares 9. K. P. takes P. 

3. JT. B. #0 Q. B.Jourihsq, S. Q. to ado. JT R, fourth sq. 

^ anddiedks 

4. K^toK, B. square 4. Q. P. one i^uorf 

5. JT. Ki. to K. B. /AMi^. 5. Q.B.to ado. K. Kt./ourth 

square 

6. Q. P. /t0p squares 6. Q. to IT. B. iAtrd square 

7. JT. P. one s^More 7. P. takes P. 

8. P. takes P. 8. Q. B. takes K. Kt. 
g. Q. takes Q. B. 9. Q. takes P.* 

10. Q. takes Q. Kt P. and will win. 



THIRD VARIATION, 

BBOOnnMG AT THB BIOHTH MOTB OF THB SBCOND VARIATIOBT. 

1. K> P. tufo squares 1. K. P. two squares 

S. KB. P. two squares 2. K, P. takes P. 

3. JE. B. to Q. B.Jburth sq. 3. Q. to ado. K. R. fourth sq. 

4. JT to K. B. jftfore 4. Q, P.ane square 

• Instewl of tidsii^ die Fawn, he ibodd pbj Q. to Q. Kt or Q. &- 
ddfd 
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WBITB. 


BL4CK. 


5. K. Kt. to K. B. Hard sq. 


5. Q. B.toado. K. Kufimik 


* 


square 


6. Q..P. two squares 


6. Q. to K. B. tkirdgquare 


7. K' P' one square 


7. P. takes P. 


8. p. takes P. 


8. Q. takes P.» 


9. K. Kt. takes Q. 


9. Q. B. takes Q. 


10. K. Kt takes K. B. P. 


10. K. Kt to K. R. third sq. 


11. K. Kt. takes R. 


11. K. Kt. P. one s<|iiire 


12. Q. B. takes P. 


12. K. B. to K. Kt second sq. 


13. Q. B. P. one ^oare 


13. K. Kt to K. Bw fourth sq. 


14. K. Kt to adv. K. B. second f 


(quare and will win. 



FOURTH VARIATION, 



BIGIMIIMG AT THB SSVBNTH MOTE OF THE BLACK. 



1. K. p. two squares 

S. K' B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. K. to K. B. square 

5. K Kt. to K. B. third sq. 

6. Q. P. tu>o squares 

7' jBT. Kt, P. one square 

8. K. R. P. two squares 

9. K. P. one square 

10. Q. P. takes P. 

11. Q. to adv. Q. fourth square 



U K. P. two squares 

2. K. P. takes P. 

3. Q. to adv, K. B. fourth sq. 

and checks 

4. Q. p. one square 

5. Q. B. to ado. K Kt. fourth 

square 

6. Q^ to K. R. third sqwre 
7* K. Kt. P. two squares 

8. K* B. P. one square 

9. Q. P. takes P. 

10. Q. B. P. takes P. 

11. Q. B. takes K. Kt 



* Endentlj a bad move, as he cannot avokl the km of the K. B. 
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WHITB* 

Iff. Q. takM Q. B. 

13. K. R. P. takes K. Kt P. 

14. K. Kt P. takes P. 

15. Q. B. takes P. 

16. Q. Kt to Q. B. third sq. 

17* Q. R« to K. sq. and checks 



BL4CK. 

Iff. Q. B. P. one square * 

13. Q. takes P. 

14. P. takes P. 

15. Q. to K. B. third square 

16. K. B. to K. R. third square 

(Or A) 

17. K. to K. B. square (Or B) 

(OrC) 



* I^ instead of this more. Black play Q. to Q. B. third sqnaae, you 
should play 

IS. K. B. to adv. Q. fourth square IS. Q. takes Q.B^ P. (Or A)(Or B) 

14. Q. Rt to Q. B. third square 14. If he advance the Q. B. P. one 

square, or play Q. Kt. to Q. B. third square, he will lose the Q. hy 
your playing K. B. to K. fourth square ; but if he play 

K. Kt. P. one square 

15. Q. takes P. 15. Q. to adv. Q. third square and 

checks 

16. K. to his Kt. second square. 16. Must bse a piece. 

(Or A) 

IS. Q. to'Q. Kt fourth squaie and 
checks 

14. Q. to Q. B. fourth square 

15. Q. take P. and checks 

16. K. P. one square. 

(OrB) 

IS. Q. to Q. R. third sq. and checks 

14. Q. B. P. one square 

15. K to Q. square 



14. Q. B. P. two squares 

15. K. B. takes Q. Kt P. 

16. K. to K. Kt second square 

17. K. K. to K. square, &c 



14. Q. B. P. two squares 

15. Q. to adv. K. R. fourth square 

and checks 

16. K. B. takes K. Kt 

17. Q. to adv. K. B. second square 



16. K. R. takes K. B. 

17. K. R. to its square. 



18. It would not be good play to check with the Q. and then take K R. ; 
yon should play K. R. to its secood square^ and you will have the 
best of the game. 
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18. Q. B. takes K. B. and 18. Kt takes Q.B. 

checks 

19. Q. ukes Q. aod checkmates. 



(Or A) 



16. K. B. to Q. thiid sqoaie 

17. Q. R. to K. square and 17. K. to Q. square, or Q. 

checks second square {Or D) 

18. R. to Q. square will gain the B. and the game. 

(OrB) 

17. K. toQ. square 

18. R. takes K. B. 18. Kt. takes K. R. 

19. Q. B. to adv. Q. B. second 19. K. takes Q. B. 

square and checks 
SO. Q. takes Q. and will win. 



(OrC) 



17. K. to Q. second square 

18. Q. to Q. third square and 18. K. to Q. B. square. 

checks 

19. R. to adv. K. square and checkmates the next move. 



(OrD) 

Daaltian of t^i Vuch- 




18. Q. Kt. to K. fourth aquare 

19. Ki. uke« K. B. and checks 

50. K.R.ioadT.K.R.thirdsq. 

51. Q, to adv. K. B. aecond sq. 

and checks 
3S. Q. take* Kk and checki 
83. K. B. to adv. K. third «q. 

aad check) 
94. Q. takes Q.Kt. and checki 



o adv. Q. third aqoare and chcdmate* 



17. K. Kk to K. Kcond square 

(OrE) 

18. Q. lake*Q.B. 
ig. Q- ukes Kt. 

SO. Q. takes K. R. (Or F) 
«1. K. to Q. square 

2S. K. to Q. B. square 

S3. Q. Kt. to Q. second squaie 

34. K. to Q. Kt. squarr. 
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(OrE) 

WHITE. BLACK. 

17. K. B.* to K. second square 

18. Q. Kl to K. fourth square 18. Q. takes Q. Kt. P. 

19. Kt to adr. Q. third square 19. K. to his B. square (OrG). 

and checks 

20. Q. B. to adr. K. R. third square and checkmates. 



(OrF) 



9o0ittoii of t$e Jfiun. 
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WHITB. 



51. Q. to adr. K. R. foarth sq. 

and checks 

52. Q. R. to Q. square . 

23. a takes Kt. 

24. K. to K. Kt square 

S5* K. B. to K. Rt. second sq. 

and checks 
S6. Q. to K. R. third square 

and checks 
97. K. R. takes K. R. P. 
88. Q. takes Q. Kt aud checks 



BLACK. 

SO. Q. to her second square 

21. K. to Q. square 

22. K. Kt to Q. fourth square 

23. R. to K. B. square and 

checks 

24. Q. to K. Kt. second square 

and checks 

25. K. to Q. B. square 

86. Q. Kt. to Q. second square 

27. Q. takes Q. Kt P. 

28. K. to Q. Kt square. 



29. Q. to adv. Q. B. second square and checkmates. 



(OrG) 

ig, K. to Q. second square 

20. Q. to K. Kt fourth square 20. K. to Q. square {Or H). 

and checks 

21. Q. to adr. Q. B. square and checkmates. 
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(OrH) 



Volition of t|f 9i^M* 




1¥H1TB. BLACK. 

20. K. to Q. B. second square 

21. Kt. to adr. Q. B. sq. and 21. K. to Q. square 

checks with Q. B. 

22. R. to Q. square and checks 2S. K. to his square 

23. Q. to adr. K. R. fourth sq. 23. K. to his B. square. 

and checks 

24. Q. to adv. K. B. second square and checkmates. 
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FIFTH VARIATION, 

BBetNNIJfG AT THE FOURTBBlfTH MOYB OF THB BLACK. 




WHITE. 



15. Q. takes K. B. and checks 



BLACK. 

14. K. R. to its square 

15. Q. to K. square 



16. Q. B. to adv. K. Kt fourth l6. K. to Q. second square 
' aqoare and checks 

17. Q. takes adv. K. Kt P. and 1?. K. to Q. fi. third square 

diecks 



18. Q. takes K. R. 



18. Q. Kt to Q. second square 



19. K. B. to adv. Q. fourth sq. 19. K. to Q. Kt third square 
and checks 



80. Q. takes Q. 



SO. R. takes Q. 



81. Q. Kt to Q, second square and will win. 



SIXTH VAKIATION, 



r,rf;i\M\(. at hie FOLintLMH move of the black. 



See the preceding Diagram. 



WHITE. 



15. Q. takes K. B. and checks 

16. Q. to adv. K. B. second sq. 

and checks 
17* Q- to Q. B. fourth square 
and checks 

18. K. B. to adv. K. third sq. 

and checks 

19. Q. takes Q. and checks 

20. K. takes R. and will win. 



BUICK. 

14. Q. to adv. K. R. third sq. 

15. K. to Q. second square 

16. K. to Q. B. third square 

17* K. to Q. second square * 

18. Q. takes K. B. 

19. K. takes Q. 



^(rtifnfntj^ <!Efame. 



1. K. p. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 



J. K. P. two squares 

2. K. P. takes P. 

3. K.B. to K. second square t 



* If the Black were to play his King to Q. Kt third iqaare, ¥niit8 
should check with Q. at her Kt. fourth square, obliging Black to retire to 
Q. B. third square, (for if he played K. to Q. R. third square he wouki be 
dieckmated in two nioTes,) then advance Q. P. one square, and afterwanb 
play K. B. to adv. R. third square wimung the Q. 

t It is better to check with the Q. azid then play K. Kt; P. twv 
squares. 
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4. Q. P. two squires 

5. K. to K. B. sqoare 

6. K. Kt P. one square 

7. P. takes P. 

8. Q. to adv. K. R. fourth sq. 

9. K. Kt to K. B. third sq. 

10. Q. B. takes P. 

1 1. Q. takes Q. 

12. K. B. takes K. Kt. • 

13. K. to K. Kt. second square 



BLACK. 

4. K. B. to adv. K. R. fourth 

square and checks 
5> K. Kl p. two squares 

6. P. takes P. 

7. K. B. takes P. 

8. Q. to K. B. diird square 

and checks 
9- Q. P. one square * 

10. Q. to K. Kl third square 

11. K. B. P. ukesQ. 

12. R. Ukes K. B. 
and will win. 



jfMMb <!Efanu. 



1. K. p. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. Q. to K. B. third square 

5. Q. P. two squares 

• 

6. K. Kt P. one square 

7. K. B. takes K. B. P. and 

checks 

8. K. R. P. ukes P. 
t). Q. takes Q. 
IIK K. B. takes K. Kt. and will win.^ 



1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt to K. second sq-f 

4. K. Kt. to iu third square 

5. Q- to adv. K. R. fourth sq. 
and checks 

6. P. takes P. 

7. K. to Q. square 

8. Q. to K* B. third square 

9. K. Kt P. takes Q. 



* K. B. to adv. K. B. fourth square is a better move. 
t Thb is DOC a good move; he oaght to cbedL with the Q. and theu 
%dvMiee K. Kt P. two iquares. 

I Thb gum b very iU plajed hj tbe Bbck. 

s 
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D£FENCB TO THE KINCHS GAMBIT. 



JpottB-fitst <!Efamt. 



BIACK BAVIMO THB FIBIT MOVK. 



MLkCJU 

1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to adv. K. fourth sq. 

6. K. to K. B. square 

7. K. Kt. takes K. B. P.f 

8. K. B. takes Q. P. 

9. K. Kt. takes K. R. 

10. K. P. one square 

11. Q. to K. second square 

IS. K. R. p. takes K. Kt 
13. K. to his B. second square. 



WBITB. 

1. K. P. two squaras 
S. K. P. takes P. 

3. K. Ku P. two squares 

4. JL Kt. P. one square 

5. Q. to adv. K. R. fourth sq. 

and checks 

6. K. Kt. to K. B. third sq.« 

7. Q. P. two squares 

8. K. Kt. takes Q. B. 

g. K. Kt. to K. B. third sq. 

10. K. Kt to adv. K. fourth sq. 

11. Kt to adv. K. Kt third sq. 

and checks 

12. Q. takes K. R. and cfaed» 

13. K. B. to Q. B. fourth sq., 

checks, and will win. 



* This is SalTio's more ; it u better to plaj the Kt to K. R. tkird 
square. 

t This is a bad more ; he sbonld pUy Q. to K. square aod.he woqU 
then haye the best of the game. 
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VARIATION, 



■■oimmia at ths ssmrra morm of tbb biacx. 



t K, P, iwDo squam 
^ K.B,p. two squant 
S. jr. Kt. to K' B. ikird$g. 
4. £ B. to Q. B. fourth $g. 
5* K, Kt. to adv. K'Jourth iq, 

^ JLtohii B. sfuare 

7. K. fi. takes K. fi. P. and 

diecks 

8. K. B. to Q. Kt third tq.f 
Q. K. Kt. to adv. K. B. second 

square and checks 

10. K. Kt ukes K. R. 

11. K. R. P. takes K. Kt 

(Or A) 
it. K. to hb second square 

13. P. takes P. 

14. K. to his B. second square. 



1* JT. P. two 9fwar§$ 

%. K. P. taka P. 

9. K. Kt. P. two tquarm 

4. K Kt. P. one tqyart 

5. Q. to ado. K R. fourth tq, 

andcheeb 

6. K Kt. to K B. third tq. 

7. K. to Q. square * 

8. K. Kt to K. IL fourth sq. 

9. K. to his square 

10. K. Kt to adv. K. Kt third 

square and checks 

11. Q. takes K. R.and checks 

IS. P. to adv. K. B. third sq. 
and checks 

13. P. takes P. and checks 

14. Q. takes Q. and will win. 



* Tlui is not your beit move; 70a ought to pUj K. to hit Moond sq. 
t He ought not to remove the K. B.; he should play either the Q. or 
iheQ. P. 
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(Or A) . 
9Miim ot t|f 9itt9$. 




BLACK. 

11. K. to hb Kt square 

12. Q. P. two squares 

13. Q. takes K. B. 

14. K. to his B. square. 



WHITB. 

11. K. B. to Q. B. fourth sq. 

and checks 

12. K. B. takes Q. P. and 

checks 

13. K. Kt. to adv. K. seeond 

square and checks 

14. Kl takes Q. and will win. 



iSS 



JF^-M(onlr CEfame. 



BLACK. 

^. K. P. two squares 
^ K. B. P. two squares 
9. K. Kt to K. B. third sq. 
4. K. B. to Q. B. fourth sq. 
6. K. Kt to adv. K. fourth 



6. K. Kt. tokes K. Kt. P.f 



% 



7- K. Kt to K. B. second sq. 
S. K. B. takes @. P. t 



1. K. P. two squares 

2. IC. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one square 

5. K. Kt to K. R. third sq.* 

6. Q. to ad\'. K. R. fourth sq. 

and checks 
7* Q« P* two squares 
8. Q. B. to adv. K. Kt. fourth 
sq. and will win the game. 



FIRST VARIATION, 



BCQINMIMG AT THE EIGHTH MOVE OF THE BL4CX. 



1. if. P. two tquares 

2. JT. B» P. two squares 

3. JT. Ki. to K. B. third sq, 

4. K.B.to Q. B. fourth sq. 
6. K» Kt. to ado. K. fourth sq. 
6. K. Kt. takes K Kt, P. 

7* K. Kt, to K. B' second sq. 
8. K. P. takes Q. P. 



1. K P* tufo squara 

2. K P. takes P. 

3. K. Kt. p. two squares 

4. K. Kt. P, one square 

5. K Kt. to K. R. thirdsq. 

6. Q. to adv. K R» fourth sq. 

and checks 

m 

7. Q, P. two squares 

8. Gambit P. one square 



* It 18 better pky to check with the Qneeo. 
t Q. P. two squares is the proper move. 

t Instead of this move, he ought to pky K. B. to K. second square; yon 
would, however, have much the best of the game. 



/^ 
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BULCK. 

9. K. B. to adv. Q. Kt fourth 

square and checks 
la p. tokes Q. B. P. 

11. K. to K. B. square 

12. K. takes P. 

13. K. to K. B. square 

14. Q. P. one square 



g. Q. B. R one sqaaie 

10. Q. to K. second square tnd 

checks 

11. P. takes K. Kt P. tnd 

checks 
IS. Q. to K. Kt fourth ttput 

and checks 
13. Q. takes K. B. and diedu 
44. Kl takeaP. and will win. 



SECOND VARIATION, 

BEGIM NINO AT THE SIXTH MOTE OF THE WBITB. 



1. K' P» two squares 

2. jfiT. B' P. (wo squares 

3. K. KL to K. B. Umdsq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to ado. K. fourth sq, 

6. K Kt. takes K. Kt. P. 

7. Q. takes K. Kt. 

8. Q. takes Gamhit P. 

9. Q. to adv. K. fourth square 

and checks 

10. Q. takes K. R 

11. K. to K. B. square 

19. K. to K. Kt. square 

13. K. R. P. one square 

14. Q. to adv. K. Kt. square * 



1. K> p. two squares 
9. K. P. takes P. 

3. K, Kt. P. two squares 

4. K Kt. P. one square 

5. K Kt.toKR. third sq. 

6. K. Kt. takes K. Kt 

7. Q. P. two squares 

8. Q. P. takes K. B. 

9. Q. B. to K. third squire 

10. Q. to adv. K. R. fourth sq. 

and checks 

11. Q. to adv. K. B. fourth sq. 

and checks 
19. Q. takes K. P. 

13. Q. B. to Q. fourth square 

14. K. B. P. two squares 



* If he were to play K. K to its second square^ joa wovkl ckccknUe 
immediately with the Q. 
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16. Q. to K. Kt thin] squafe* 

16. Q. to K. B. thitd fcpiafe t 

17. Q. to K. fi. aqoare 

IS. K. to K. R. second square. 



15. K. B. P. one square 

16. Q. to adr. K. square and 

checks 

17. K. B. to Q. B. fourth sq. 

and checks 

18. Q. to adr. K. Kt third sq. 

and checkmates. 



^ott5*4fiA Samif* 



1. K. p. two squares 

5. K. B. P. two squares 

3. K. P. takes P. § 

4. K. Kt P. one square 

6. Q. to adv. K. R. fourth sq. 

and checks 

6. P. takes P. 

7. K. B. to K. second square 

8. Q. to K. B. third square 

9. K. Kt. P. one square J 



J. K. P. two squares 

2. K. B. P. two squares} 

3. Q. to ady. K. R. fourth sq. 

and checks 

4. Q. to K. second square 

5. K. to Q. square 

6. Q. takes P. and checks 

7. K. Kt. to K.B. third sq. 

8. Q. P. two squares 

Q, K. R. P. two squares 



* If he play Q. to jour K. Kt fourth iqtere^ joa must clkeck whfa the 
Q. at his K. square, then with K. B. &c. 

t If }ie plaj the Q. to K. B. seoood square, you must pby K. B. to 
Q. B. fourth square, && 

X Ihis n not a good move ; White ought to take the Pawn. 

f Black should check with the Q. at adv. K. R. fourth square, aad if 
the White interpose the P-, the Q. should he moved to K. seoood square. 

I As Black cannot ultimately defeod the Gambit Pawn, it would be 
better to |ilay Q. B. P. one square. 
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BLACK. 

10. K. R. P. one square 

11. K. R. P. takes P. 

12. Q. Ukes R. 

# 

13. K. to Q. square 

14. Q. takes P. and checks 

15. K. Kt. to K. B. third sq. 

16. K. to his square 

17. K. to Q. square 

18. K. Kt. takes Q. 



waiTB. 

10. P. takes K. Kt. P^ 

11. R. takes R. 
IS. Q. to adt. K. Kt third 

and checks 

13. K. Kt. takes P. 

14. Q. B. to Q. teoond square 

15. K. Kt. to adv. K. B. seoood 

square and checks 

16. Kt. to adv. Q. third square 

and checks 

17. Q. to adv. K. square and 

checks 

18. K. Kt to adv. K. B. seoood 

sq. and checkmates. 



:f ortB-fourtjb Aatnt* 



WHITE. 

1. K. B. p. two squares * 

5. P. takes P. 

3. K. Kt P. one square 

4. K. Kt to K. B. third sq. 

6. Q. Kt to Q. B. third sq. 

6. K. P. two squares 

7. Q. P. two squares 



BLACK. 

1. K. p. two squares f 

2. Q. to adv. K. R. fourth sq. 

and checks 

3. Q. to adv. K. fourth sq. 

4. Q. Kt to Q. B. third sq. 

5. Q. to K. B. fourth sq. 

6. Q. to K. third square 

7. Q* to K. second square 



* This method of opemng tlie game b rtrj muisoai and ahoold not be 
adopted. 

t B]Mk should play Q. P. two squares. 



WHITE. BIACK. 

N. Q. B. to adv. K. Kt. fourth l\. Q. to adv. y. Kt. tburtli 

square square ♦ 

S. Q. R. P. one square 9. Q. takes Q. Kt. P.f 

^ 0. Q. Kt. to Q. R. fourth square and wins the Q. 



QUEEN'S GAMBIT. 

Jpotts-fiftg CGfame. 



1. Q. P. two squares 1. Q. P. two squares 

9. Q. B. P. two squares 2. P. takes P. 

3. K. P. one square X 3. Q. Kt. P. two squares § 

4. Q. R. P. two squares 4. Q. B. P. one square 

5. Q. R. P. takes P. 5. Q. B. P. takes P. 

6. Q. to K. B. third square and wins the Q* R || 



Jfvxtsrsixfb CEfamt* 



1- Q* P* two squares 1 . Q. P* two squares 

2. Q. B. P. two squares 2. Q. P. takes P. 

* K. B. P. one square u a better move. 

t If iDsteMl of taking the P. he play Q. to Q. R. fourth sqaare, by ad* 
nndng Q. Kt P. two squares yoa will gain a piece. 

I It is better to play this P. two squares. 

f Black bses the game by this move ; the Gambit Pftwn cannot be 
mooeiifiilly supported, be should have played K. P. two squares. 

I Blad( may save Q. R. by playing Q. B. to Q. Kt. second square, or 
Q. Kt. to Q. B. third square; he must, bowe?er, kiae a piece. 
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WHITE. 

3. K. p. two squares 

4. Q. R P. two squares 

5. Q. R. P. takes P. 

6. Q. Kt P. one square 

7. Q. Kt. P. takes P. 

8. Q. P. one square 

9. Q. Kt. to Q. second square 

10. K. P. takes P. 

11. Q. Kt. to its third square 

12. Q. fi. P. one square 

13. Q* to K. second square 

14. K. B. takes Q. 

15. K. B. to adv. Q. Kt. fourth 

square and checks 

16. Q. E, P. one square 

17. Q. B. to K. third square 

18. K. B. P. takes B. 

19. Q. P. one square 

20. Q. P. one square 

21. P. takes Q. B. 

22. K. B. takes Kt. 

23. R. takes Q. R. P. and will 



3. Q. Kt. P. two iqauci* 

4. Q. B. P. one square 

5. P. takes P. 

6. Q. R. P. two sqoues 

7. Q. Kt. P. one square 

8. K. P. one square 

9. K. P. takes P. 

10. K. B. to Q. B. fourth sti-t 

11. K. B. to Q. Kt third sq. 
It. Q. to K. second square and 

checks 

13. Q. takes Q. 

14. K. B. to Q. square 

15. K. to K. B. square 

16. K.B. to Q. Ku third sq. 

17. K. B. takes Q. B. 

18. K. Kt to K. B. third sq. 

19. K. Kt P. one square t 

20. Q. B. takes P. 

21. Q. Kt takes P. 

22. Kt takes K. B. 



win. 



* Black loses the game by th'is move, he ought to have played K. P. 
two squares. 

t This b not well played ; Q. Kt. to Q. second sqaare is modi better. 

I It would be better to play the Q. B. and afterwards the K. to his 
second square. 
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;ff(nrtS'$;ebent6 CEfame. 



1. Q. p. two squares 
S. Q. B. P. two squares 

3. Q. P. Ukes P. 

4. Q. to her second square 

5. Q. Kt. takes Q. 

6. Kt ukes P. 

7. Q. Kt to adv. Q. third sq. 

and checks 

8. P. takes fi. 

g* K. B. P. one square 

10. K. P. two squares 

11. Q. Kt P. one square 

12. Q. B. to Q. R. third sq. 

13. Q. R. to Q. square 

14. K B. to Q. B. fourth sq. 
46. K. Kt. P. one square 

16. K. B. to adv. Q. fourth sq. 

17. Q.B. to adv. Q. B. fourth sq. 

18. R. takes Q. B. 



BL4CK. 

1. Q. P. two squares 

2. Q. B. P. two squares * 

3. Q. to Q. R. fourth square 

and checks f 

4. Q. takes Q. 

5. Q. P. takes P. 

6. K. P. one square 

7. K. B. takes Q. Kt 

Kt. to K. B. third sq. 

castles 

P. one square 

to Q. square 

Kt. to K. square 

B. to K. third square X 

B. to Q. second square 

Kt P. two squares 

B. to its third square 

B. takes K. B. 

Kt. to Q. second square 



8. K. 

9. K. 

10. K. 

11. R. 
12.K. 

13. Q. 

14. Q. 

15. Q. 

16. Q. 

17. Q. 

18. Q. 



• It is better to take the Pawa 

t I^ instead of this move. Black shonkl take the P., White must check 
widi the Q.; and if the Black plaj Q.Kt to Q. second sqoare, White most 
advance the P. on the Kt^ bat if the Bhick play Q. or Q. B. to Q. second 
or Q. Kt to Q. B. third square. White most take the P. with the Q. and 
wiU have die hest of the game. 

t Q.Kt to Q. B. third square ii better. 
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WHITE. 

19. Q. Kt P. one square 

20. Q. R. P. one square 

21. P. takes P. 

23. K. to K. B. second square 

23. K. to K. Kt. second square 

24. P. takes Kt. 

25. K. Kt. to K. second square 

26. K. to K. B. second square 

27. R. to Q. Kl square 

28. K. to his square 
9Q. K* to Q. square 

30. R. takes P. 

31. R. to adv. Q. Kt. second sq. 

and checks 

32. R. to adv. K. second square and checkmates ; but if the Black 

had played K. to K. B. square. White would have advanced 
the P. one square^ gaining the Kt and the g^ime. 



BLACK. 

19* Q* R* P* two sqoaies * 
SO. P. takes P. 

21. R. toadv.Q.R. sqauetnd 

checks 

22. R. to adv. Q. B. square 

23. Kt. takes Q. B. 

24. Q. Kt P. one square 

25. Q. R. to adv. Q. B. second 

square 

26. P. to adv. Q. Kt. third sq. 

27. P. to adv. Q.Kt second sq. 

28. K. B. P. one square 

29. R. to adv. Q. B. fourth sq. 

30. K. to K. B. second square 

31. K. to his third square. 



* It woald be better to play Q. Kt to its third square, and if WhiCr 
doc» not taie the Kt it aboold be played to adv. Q. B. fburtli square. 
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THE BEST METHOD OF PLAYING PAWNS AND THE KING 
AT THE END OF THE GAME.* 



9of Ctton of tf|( 9itu^ 




WHITB. 

1. Q. R. P. two squares 

2. Q. R. P. one square 



BLACK. 

1. K. to Q. second square 

2. K. to Q. B. third square 



* Thu ntnadoD, if well played, is a drawn game; the method of draw- 
ing it it Ibr both plsyers to keep one of the Pawxu onmoved, for he who 
moves all his Pawns first will lose, because his adversary can gain the move 
by advancing the unmoved Pawn one or two sqoares. 
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/* 



"WHITE. 

3. Q. B. P. two squares 

4. Q> Kl p. two squares 

5. K. to K. B. seooDd square 

6. K. to K. Kt. third square 
7* K* to K. R. third square 

8. K. to K* Kt. fourth square 
Q. Q. Kt P. one square 

10. Q. B. P. ODe square 

11. Q. Kt p. one square 

12. Q. R. P. one square 

13. Q. R. P. one square 

14. Q. B. P. one sq. and checks 

15. Q. B. P. one square 

16. Q. R* P. one sq., becomes 

a Q. and checks 
17' Q. B. P. one square^ becomes 



BL4CK. 

3. K. R. P. two squares 

4. K. Kt P. two squares 

5. K. B. P. two squares 

6. K. R.P.one8q. andcbccb 

7. K. B. P. one square 

8. K. to Q. Kt teoond square 

9. K. to Q. B. teoond square 

10. K* to Q. Kt teoond squire 

11. K. to Q. Kt sqoaiQ^ 
IS. K. to Q. R. square 

IS. K. to Q. Kt second wput 

14. K. to Q. R. square 

15. K. to Q. Kt second sqoue 

16. K. takes Q. 

a Q. and cheokmates. 



ENDS OF GAMES. 



FIRST SITUATION. 



WBITB TO MOTE, AMD TO CHSCKMATB IN FOUR MOVES. 



9witi9n of tte V^^cm . 




WHITE. 

1. K. Kt. to adv. K. B. third sq. 
9. Kt to K. Kt. fourth square 
and checks 

3. K. to K. B. square 

4. Kt« to K. B. second square and checkmates. 



BLACK. 

1. K. Kt. p. one square 

2. K. to adv. K. R. square 

3« K. R. P. one square 
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SECOND SITUATION. 



WHITE TO MOVE, AND TO CHECEMATB IN THRSB MOTS. 



9o0itionott|e9tn^ 




WHITE. BLACK. 

1. K. Kt. to adv. K. Kt. fourth 1. R. ukes K. Kt. 

square and checks 

2. K. R. to adv. K. B. third 2. K. takes K. R. 

square and checks 

3. Q' R. to adv. Q. third square and checkmates. 
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THIRD SITUATION. 

« 

^UTTB TO MOVE ANO TO CHBCKMATS THE BLACK IN THREE MOTIt, 
ON CONDITION OF PLAYING HU PIECES ALTERNATELY. 

^Httiun of t|f 9ittt§. 




WHITE. BLACK. 

1. K. R. to K. B. square 1. K. to his square 

e. K. to adv. K. B. third sq. 2. K. to K. B. square. 

3* Q« R. tcAKlr. Q. square and checkmates.* 



* The cbeckmte may alto be pren hj pla jing Q. R. to Q. square, 
dienK.toadT.Q. third square, and afterwards checkmating with the K. R» 

u 




FOURTH SITUATION. 



V»ittonaft)tVfnM- 



^^^ ^^P ^^1 ^^^ 



K'kilf nun pionf m (Ac/oUnFtf^ »«iur,/Dr / he sere to plMf (^ 
_/fr(Bliy, il tHitU b< tfvKtd draicn gmne', 
WHITE. BUCK. 

1. K. to K. B. fouith iquare i. P> one •quare and becoaMi 

V. K. to K. Kl. third iq. and will checkmate in two inoitt 

• Thii ii mt ilrictl; correct, (br tbe Wbite mraM win thoogh be fkj 
(lie Q. lo K. third iqaare, or to >dT, K. Kt. Jbnrth aqouv. 
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FIFTH SITUATION. 



WHITE TO MOTB, AND TO CHECKMATK IN FOUR MOVES. 



9o0itiott of t)f 9iftt%.* 




WHITE. 

1. Q. Kt. to ady. K. B. second 

square and checks 

2. K. Kt. toady. K. R. second 

square 



BLACK. 

1. K to K. third square 

2. K. to his second square 



* Greco does not give the position of the White King, as he b of no 
use in effecting the checkmate. 
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WHITE. ULkCIL. 

3. Q. Kt to adv. K. R. third 3. K. any where. 

square 

4. K. R. checkmates at K. fourth square.* 

t Tbe cbecLmate may also be given in a similar manner by playing the 
K. Kt- to adv. Q. secood square, tben Q. Kt. to adv. Q. Kt seoood sqaare, 
tlien K. Kt. to adv. Q. Kt. third square, and then chc d un aU ii g wktt the 
Q.R. 



THE END. 



r. Miikr, prM€r, Sobl§ Strtet, Ouapridt, 
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PREFACE. 



Thb Translator of this Work is induced to offer 
it to the notice of the lovers of Chess, and to the 
Pablic, from his conviction, that it is the best cal- 
culated, of any work extant, to improve those 
who have already made some progress ; as well 
as to induce to learn, others who have not yet 
given their attention to this truly scientific Game. 
It is said to have been written by Dr. Ercole 
Dal Rio, of Modena ; was originally published in 
that city, in 1760, and has passed through three 
editions. As the Author of this Work was the 
last writer of any consequence, on the Continent, 
who gave to the Public a complete Treatise on 
this Game, so he did not scruple to avail himself 
of what was praiseworthy in the works of those 
who had written before him ; pointing out, and 
avoiding, or correcting, their errors ; he was also 
materially assisted in the examination, and revi- 
sion of his Work, by the Anonymous Modenese 
in person, as he himself liberally acknowledges 
in his Prefece ; adding, that had it not been for 




the ancient friendship eubsisting between them, 
and the great influence the Modenese | 
over his will, conibineil with his penwnal assist- 
ance, in the completion of the work, it nerer 
would iiave been sent to the press. Profeasor 
Sarratt, also, refers to it as "a very valuable 
treatise." These circumstances make it quite 
superfluous, (at least to those acquainted with 
the writings of the Anonymous Modenese) to 
say any thing more in its favour. 

The work is divided into three Parts, the fint 
of which is wholly theoretical, treating of the 
nature of the Game, of the situations and move- 
ments of the Pieces, of their ordinary value fbr 
making Exchanges, of the Laws of the Game; 
and, finally, it contains many general rules, very 
useful to impress the Student with good prin- 
ciples, from the flrst developing of the Pieces to 
the end : to which is added, a short account of 
the Writers on the Game. 

The Second Part is wholly practical ; demon- 
strating the Games most fertile in stratagems, 
and also most easy to occur; distingutshingtbem 
in Six Openings, viz. two of Games called 
Piano, two of Irregular, and two of Gambits. In 
these Openings, the Black is first instructed to 
attack the White by the most refined artiflcei 
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imaginable ; and afterwards is explained tlie mode 
of securely repelling them, when attempted by 
the Adversary : the whole connected and simpli- 
fied iu such a manner, as not to embarrass the 
intellect in learning, nor the memory in retain- 
ing it. 

The third and last Part, has been reduced to 
twenty Ends of Games, or Situations ; the solu- 
tion of which is omitted, though the final result 
18 noted. They have never before appeared in 
the English language ; and were mostly com- 
posed by the Anonymous Modenese, and the 
Author of this work. TJie remainder of this 
Part, consisting of common Eiids of Games, and 
subtle Parties by different Authors, being already 
to be found in Philidor, Stamma, the Stratagems 
of Chess, &c. have not been inserted. 

The Author, in his Preface, says, " I have not 
attempted to discover who was the Inventor of 
this ini[ierisliable Game, since the most accre- 
dited historians dilTcr so much on this point. 
Some give the merit of it to the Philosopher 
Xerxes, others to the Grecian Prince Palamedes, 
some to the brothers Lydo and Tyrrheno, and 
others again to the Egyptians. The reason of 
this uncertainty is the very remote antiquity of 
the Game, which is mentioned In the first Book 
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of the Odyssey of Homer, 4^ who flouriflhed 
nearly one thousand years before human re- 
demption : but it is of little consequence, if we be 
ignorant of its origin, provided that we be ad- 
mirers of its merit." Since this work was com- 
posed, an article has been communicated to the 
Royal Irish Academy, by Eyles Irwin, Esq. in a 
letter to the Earl of ('harlemont, which appears 
to throw light on this subject. An extract from 
it is subjoined, and the reader is left to draw his 
own inferences from it. 

The translator cannot conclude better, than in 
the words of his Author ^' Come non ha corag^ 
gio d'implorare il patrocinio d^alcun Mecenate, 
che coll 'autorevole suo nome in f route le con- 
cilj I'applauso ; cosi non le resta, che di aug^ 
rarsi in ogni tempo animi discreti, e bennati, i 
quali contro chi tentasse di lacerarla, gentil- 
mente facciano la sua difesa.^' 

" During a long residence in the East Indies, 
where the Game of Chess is generally supposed 
to have originated, I had often heard of its ex- 
istence in China, though on a different footing, 
as well in respect to the powers of the King, as 
to the aspect of tlie field of battle. The Bramins, 
who excel in this Game, and with whom I used 

• The Game mentioned by Homer, hai only a veiy alight 
affinity to the Game of Chess. 
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fireqaently to play, for improvement, had a tra- 
dition of this nature ; which is a further ai^ument 
in bdialf of what I am about to advance. But, 
with all my enquiries from persons who had 
been there, and from the publications relative to 
China, 1 could never obtain any confirmation of 
the Game being even known in the country ; ex- 
cept that Chambers, in his Dictionary, mentions 
it to be the favourite pastime of the ladies, but 
quotes no authority for the assertion. 

'' Some unlooked-for circumstances, in the 
course of the last year, at length, brought me to 
the quarter which I had once wished, but never 
expected to visit. I need not say, that among 
other objects of curiosity, I was eager to ascer- 
tain the reality of the Bramin^s story. And if 
the difficulty of acquiring information here, not 
more from the want of interpreters, than the jea- 
lousy of the government, were not well known 
in Europe, I should be ashamed to tell your 
Lordship, that I despaired of success for some 
time. A young Mandarin, however, of the pro- 
fession of arms, having an inquisitive turn, was 
my frequent visitor; and, what no questions 
could have drawn from him, the accidental sight 
of an English chess-board effected. He told me, 
that the Chinese had a game of the same natui-e; 
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and, on his specifying a difference in the Pieces 
and Board, I perceived, with joy, that I had 
discovered the desideratum of which I had been 
so long in search. The very next day my 
Mandarin brought me the Board and Equipage ; 
and I found, that the Bramins were neither mis- 
taken touching the board, which has a river in 
the middle, to divide the contending parties, 
nor in the powers of the King, who is en- 
trenched in a fort, and moves only in that space, 
in every direction. But, what I did not before 
hear, nor do 1 believe is known out of this 
country, there are two Pieces, wliose movements 
are distinct from any in the Indian or European 
Game. The Mandarin, which answers to our 
Bishop, in his station and sidelong course, can- 
not, through age, cross the river ; and a Rocket- 
boy, still used in the Indian armies, who is 
stat'oned between the lines of each party, acts 
literally with the motion of the Rocket, by vault- 
ing over a Man, and taking his Adversary at 
the other end of the Board. Clxcept that the 
King has his two Sons to support him, instead 
of a Queen, the Game, in other respects, is like 
ours ; as will appear in the plan of the Board and 
Pieces I have the honour to enclose, together 
with directions to place the men and play the 
Game. 



PREFACE. XI : 

** As the young man who had discovered this to 
me, was of a communicative and obliging dispo- 
sition, and was at this time pursuing his studies 
in the college of Canton, I requested the favour 
of him to consult such ancient books, as might 
give some insight into the period of the intro- 
duction of Chess into China ; to confirm, if pos- 
sible, the idea that struck me of its having 
originateil here. 

" The acknowledged antiquity of this empire, 
the unchangeable state of her customs and man- 
ners, beyond that of any other nation in the 
world ; aud, more especially, the simplicity of the 
Game itself, when compared to its compass and 
variety, in other parts, appeared to give a colour 
to my belief. That 1 was not disappointed in the 
event, 1 have no doubt will be allowed, on the 
perusal of the I'ranshition of a Manuscript Ex- 
tract, which my friend Tinqua brought me, in 
compliance with my desire ; and which, accom- 
panied by the Chinese manuscript, goes under 
cover to your Lordship. As the Mandarin so- 
lemnly assured me that he took it from the work 
quoted, and the translation has been as accu- 
rately made as possible, 1 have no hesitation to 
deliver the papers as authentic. 

"In the pursuit of one curiosity, I flatter 
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myself tiiat I have stumbled by accidait on 
another, and have gone some length to restore 
to the Chinese the invention of gnnpowder, to 
long disputed with them by the Europeans ; bat 
which the evidence on their Chess-board, in the 
action of the rocket, seems to establish beyond 
a doubt. The institution of the Game is like- 
wise discovered to form the principal sera in the 
Chinese history; since, by the conquest of 
Shensi, the kingdom was first connected in its 
present form, and the Monarch assumed the 
title of Emperor ; as may be seen in the Extract 
which I have obtained from their annals. 

^* From these premises I have therefore ven* 
tured to make the following inferences: that the 
Game of Chess is probably of Chinese origin ; 
that the confined situation and powers of the 
King, resembling those of a monarch in the 
earlier parts of the world, countenance the sup- 
position ; and that, as it travelled westward, and 
descended to later times, the sovereign prero- 
gative extended itself, until it became unlimited, 
as in our state of the Game. That the agency of 
the Princes, in lieu of the Queen, bespeaks for- 
cibly the nature of the Chinese customs, which 
exclude females from all power or influence what- 
ever; which Princes, in its passage through 
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Peraia, were cbanged into a single Vizier, or 
Minister of State, with the enlarged portion of 
delqiated authority that exists there ; instead of 
whom, the European nations, with their usual 
gallantry, adopted a Queen on their Board. 
That the river between the parties is expressive 
of the general face of this country, where a battle 
could hardly be fought without encountering an 
interruption of this kind, which the soldier 
was here taught to overcome ; but that, on the 
introduction of the Game into Persia, the Board 
changed with the dry nature of the region, and 
the contest was decided on terra firma. And 
lastly, that in no account of the origin of Chess, 
that I have read, has the tale been so character- 
istic or consistent as that which I have the ho- 
nour to offer to the Irish Academy. With the 
Indians, it was designed by a Bramin to cure 
the melancholy of the daughter of a Rajah. 
With the Persians, my memory does not assist 
me to trace the fable ; though, if it were more 
to the purpose, I think, I should have retained 
it But, with the Chinese, it was invented by 
an experienced soldier, on the principles of war: 
not to dispel love-sick vapours, or instruct a fe- 
male in a science that could neither benefit nor 
inform her ; but to quiet the miurmurs of a dis- 



XIT. PRBFACS. 

contented soldiery ; to employ their vacant honiv 
in lessons on the military art, and to cherish the 
spirit of conquest in the bosom of winter quar- 
ters. Its age is traced by them on record near 
two centuries befoi*e the Christian asra; and 
among the numerous claims for this noble in- 
vention, that of the Chinese, who call it, by way 
of distinction, Chong Ke, or the Royal Game, 
^^ppears alone to be indisputable. 

^^ I have the honour to remain, 
" Mv Lord, 

" Your Lordship's obedient 
humble Servant, 
" Canton, " EYLES IRWIN.'* 

" 14th March, 1793." 



TrmulaHim of an Extract from the Concum, or Chimata 
Annals, respecting the Invention of the Game of Chess, 
delivered to me by Tlnqua, a Soldier Mandarin, of tka 
province of Fokein. 

''Thrbb hundred and seveDty-nine years after the time of 
Confucius, or 1965 years ago. Hung Cochu» King of Kiang- 
nan, sent an expedition into the Shensi country, under the 
command of a Mandarin, called Hansing, to conquer it. 
After one successful campaign, the soldiers were put into 
winter quarters; where, finding the weather much colder than 
what they had been accustomed to, and being also deprived 
of their wives and families, the army, in general, became im* 
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patieiit of their sitaatioD, and clamorous to return home. 
Haoungy upoD this, revolved in his mind the bad coDse- 
quencef of complying with their wishes. The necessity of 
sootbiog bis troops, and reconciling them to their position, 
appeared uigent, in order to finish his operations in the ensu- 
iog year. He was a man of genius, as well as a good soldier ; 
and having contemplated some time on the subject, he in- 
vented the Gameof ChesSy as well for an amusement to his 
men in their vacant hours, as to inflame their military ardour* 
the Game being wholly founded on the principles of war. The 
stratagem succeeded to bis wish. The soldiery were delighted 
with the Game ; and forgot, in their daily contests for victory, 
the inconvenicncies of their post. lu the spring, the general 
took the field again ; and, in a few months, added the rich 
country of Shensi to the kingdom of Kiangnan, by the defeat 
and capture of its king, Choupayuen, a famous warrior among 
the Chinese. On this conquest Hung Cochu assumed the 
title of Emperor, and Choupayuen put an end to his own life 
in despaur." 

N. B. The above letter is accompanied with 
plates of the Chinese Chess Board, and an ex- 
planation of the positions, powers, and moves 
of the Pieces. 
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THE INCOMPARABLE 

GAME OF CHESS 
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To widoli is added, 

AW ACCOUNT OF THE PRINCIPAL WRITERS 

ON THE GAME. 



CHAPTER I. 

^ ^Af Nature of the Game, the Arrangement, and various 

Movements of the Pieces. 

I'hb present Chapter will be found of service to 
"**^ who may be deficient in the know- 
'^ge of the first elements of Chess : in it is 
icnionstrated the nature of the Game, the 
^fituigement of the Pieces, and their various 
i&ovem^nts, the whole explained in such a man- 
^ that, while it serves as necessary instruction 

^ beginners, it may not be displeasing to others. 




18 ERCOLE DAL RIO ON CHB88. 

The Game of Chess is a batde of fictitious 
combatants, who seek to iaipriaoa the advene 
Kiog, constituted in actual attack, without re- 
m€i4y> which i$ ^si^plained by the t«np of ^^ Cli^- 
mate/' As in this mimic war, proof is made 
of the industry of him, who conducts, and 
moderates the combatants ; thus justice requires 
that both the adverse armies should be per- 
fectly equal, in the number, order, and power 
of the pieces, as Vida sgiys : 

" Agmioa Ihim pari, h|imenN|iie, ct viribos irquiik" 

The field of battle is the Chess Board, which 
is a square table, composed of sixty-four smaller 
squares, called bouses, black and white alteniately» 
divided into eight files, each of which therefiHe 
is of eight houses in a right line, arranging the 
Chess-board in such a manner, that the square 
of the angle, to the right of the Player, may be 
white; tliis however not absolutely affecting 
the intrinsic nature of the gam^e; but the fVff; 
thority of writers is founded on the most ancimil^ 
invariable practice, and observance of t^ Playqty. 

There are eight Piece?, am) ^igjbt Paiqiis w. 
each side, one set black, ai^d the other white,: 
the eight Pieces arcr-the Kiuf^i the Q^9e<^ tw^ 
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Rdokstn' CMlIed, tWo Knights, and t\ro Bishops. 
The Knf|ght8 and the Kshops are called' mibdf 
pwceii, because they are worth less thari the 
QtieA or the Rook, as may be noted in Chapter 
II. where the ordinary value of the Pieces is 
treated on. 



The eight Pieces are ranged on the first 
l&ie of the Board from each Player, with this 
distribatidn, that, in the two lateral squares^ 
or honsesv whi<ih form the angles of the Board, 
ihe two Rooks are placed, next the two 
Knights, then the Bishops^ and, in the two 
tentre 8<]iMres of the sam^ line, the King 
and the Queen ; with the rule, that " sequUur 
MiegiM colorem ;'" so that the black Queen is 
plated in abladc sqMre, the white Queen in a 
white, and, in her next square, her own Kingv 

The Rook on the King's side, is called the 
King's Rook: that on the QueeA'^s side, the 
Qoeea^s Rookt and the same is said of the 
Bishops and Knighto. 

The eight Pawns are distributed in the eight 

squares of the second line, before their own 

piteesv* from^ which they take their denomina- 

b2 
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tions ; calling, for instance, the Rook's Pawn, the 
Bishop's P^wn, the King's Pawn, &c. that 
ivhich, in a right line, stands before the Roolk^ 
the Bishop, the King, &c. and so of the 
others. 

The squares, occupied by the eight Pieces in 
their first arrangement, take the name of each 
respective Piece, saying, for instance, theKing^s 
Rook's square, the Queen's Bishop's square, 
&c. The squar^ of the second line, originally 
occupied by the Pawns, are called the second 
squares of the respective Pieces, as the King's 
second square, the Queen's Knight's second 
square, &c. The third and fourth lines are, in 
the same manner, called the third and fourth 
squares of the respective Pieces, and so of a lithe 
opposite side. 

The Rook moves in all directions — ^in strait 
lines, parallel to the sides or ends of the 
Board — can stop at any square most convenient, 
— and can, at a single move, go from one side 
or end of the Board to the other, provided the 
intermediate squares be not occupied. • 

The Bishops move always obliquely, on the 
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fquares of the same colour as that on which they 
are orig^oally placed, and are not limited to .any 
nnmber of squares, when the road is open. 

The move of the Knight is quite distinct, and 
peculiar to himself, leaping over any of the other 
pieces, whether his own or the Adversary's, in 
an oblique manner, from black to white, and 
from white to black, going, as it were, two 
squares, one as the Rook, and the other as the 
Bishop, or the first as the Bishop, and the other 
as the Rook: thus, for example, the Queen's 
Knight, being in its proper square, may, from 
that, leap to the Queen's second, to the Queen's 
Bishop's third, or to the Queen's Rook's third 
square. 

The Queen possesses the moves of the Rook 
and the Bishop combined ; but never that of the 
Knight, which does not suit her. 

The King can move in all directions; but only 
one square at a time ; that is, from the square in 
which he may be, to that next to him, except in 
the case of Castling, which can be effected only 
once in the game, either on his own side or on 
that of the Queen. It is done in a single move, by 
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leaping the King and the Rook recipracBHy, mqA 
placing them in any of the intemifed.iate aqwuneSi 
including their own. The King cannot Carib 
in the following cases, viz. : — 1. If any piece be 
between him and the Rook. — 2. If either the 
king or the Rook have been already moved.-^ 
3. If either of the squares, over which the King 
may intend to move, or that in which he may 
place himself, be guarded, or attacked by an 
adverse Piece, or Pawn.— 4. If he be actually 
in check. 

It is necessary to observ/e, that a King capnot 
approach the other King, his adversary, but 
there must always be at least one square diatance 
between them, for Non bene conveniunt nee 
til una sede nwventur JWajestaSj et .Amor. 

The Pawns move always directly forward, 
only one square at a time, except at the first 
setting off, when they have the privilege of 
moving two. Although they march directly 
forward, they attack and take the enemy ob- 
liquely, like the Bishop: for example, the King's 
Pkwn cannot take that piece or pawn imme* 
diately before it, in a right line, that is, at the 
King's third ; but could take any one which 
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Mffitt be aft the Kittg's Bishop's third, or at 
tbe QtMett's tirird. 

Afiy Riwta, aniyiog at the line of the Adver- 
8ittfn piecei9, Aay be invested with the quality 
of any pictee lost during thie game, at the election 
oFtitit Player. 

Tlnere is this remarkable difference between 
the tnovement of the Pieces and that of the 
P^Wns, that the former have the privilege of 
retrograding, if they please, whereas the latter 
most always advance. 

There is no law which obliges the Playei* io 
fdte the Pieces or Pawns which are under 
attack. The manner of taking them is that of 
placing the Piece or Pawn, making a capture, iii 
the square of that taken, removing the latter off 
the Chess-board. 

When the adverse King is placed immediately 
under attack by any Piece or t^awn, the Player 
ia to give him notice of it, by toying ** Check,'* 
by which he is warned to defend himiElelf^ bithinh 
by removing out of chedc or by covering binteelf 
with one of his own Pieces, or by taking that 
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« « 

ivhich assaults him : if he can do neither xjf 
these, he is Check-mated, and loses the game. 

If the King should not be in check, but yet 
so situated that he cannot be moved without 
placing himself in check, and has no other Piece 
or Pawn left on the Board, or none which can be 
played, this position is called a Stale-mate, and, 
in Italy, is considered a drawn game ; but in 
England, France and Holland, the Player, plac- 
ing the King in this dilemma, loses the game. 

A Drawn Game means, any game in which 
neither party can mate his opponent, and may 
take place in thefollowingmanner ; Firstly, by the 
Tavola, or perpetual Check ; that is, when one 
player has his King tormented with continual 
checks by his adversary, without a possibility of 
averting them. Secondly, whenever the force, 
either equal, or greater on one side, is not suffi- 
cient to gain the victory over the other. Thirdly, 
when both parties stand on the defensive, neither 
finding it expedient to attack the other. — 
Fourthly, when Check-mate is not effected in 
fifty moves, either against the King left alone, 
or in other difficult Mates. 
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CHAPTER II. 



value of the Pieces for making Exchangee. 



1. The Bishop and the Knight, called else- 
where minor pieces, may be mutually exchanged, 
being reputed of equal value, as is noted in 
Chapter IV., where their different properties are 
discussed. Authors only commonly observe, 
and experience demonstrates, that it is well for 
a Player to exchange the Adversary's King's 
Bishop, for his own Queen^s, or for a Knight, 
the King's Bishop being particularly efficacious 
in the attacks, principally of the Piano games, 
in which, by battering the King's Bishop's 
P^wn, he attacks the adverse King in his weak- 
est point. 

2. A Bishop or a Knight, is worth more than 
three Pawns, but less than four ; hence, neither 
of them must be given for three Pawns, unless 
some other disadvantage be derived to the enemy 
in consequence, as, that he remain inferior in 
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situation, or be depriyed of the privikgie </ 
Castling, or have a Pawn doubled, or diaonitedy 
or isolated — prejudices which, practically by 
themselves, correspond to the value of halfi 
Pawn. 

3. Two minor Pieces, for a Rook and two 
Pawns, may be considered an equal contract, and 
thus two minor Pieces come to be valued' at 
seven Pbwns, as was fixed above; theneftM^ 
the value of Ae Rook is^ as above, five P^wm. 

4. A Rook should not be given for a minor 
PieceandoneP^wn,being worth somethingmore} 
but for a minor Piece and two Pawns, although 
it may not be a perfectly even contract, con^ 
sidering the intrinsic value of each Piece; 
nevertheless, practically, by Players^ it is es* 
teemed an indifferent exchange. 

5. The Queen, for the two Rooks and a PkiwO) 
is also reputed an equal contract. 

From these few contracts, supposed fbr d^QDon- 
strating the absolute as well as respective vdiie 
of each Piece, every one may form a judgittcnti 
sufBcient to enable him to determine propoljr 
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^pectiag other exchanges ; taking care, how- 
ler, to investigate thcNroughly what aspect the 
game will assume after the exchange ; since it 
i&ay easily happen that certain exchanges which, 
ooosidered in themselves, appear in diflerent or 
even advantageous, turn out afterwards fatal 
in tbdr consequences; and« on the contrary, 
eertaio others, which have the appearance of 
being pernicious, the bare valuatioii of the Pieces 
only considered, restore the damage with in- 
tamt, by means of a favourable constitution 
of the game. In the observations given in 
chapter IV., § III. is explained when a 
Player should endeavour to effect equal ex- 
changes. 

Finally, what has been established as the 
ordinary value of the Pieces, for regulating 
exchanges, refers to the beginning and middle 
of the game, since the various circumstances, 
and multiplied extravagancies towards the end, do 
not allow of an universal, and at the same time 
secure rule ; it being proved, by experience, 
that some Pieces diminish in force towards the 
end, as the Queen, and the Knight ; and others 
augment, as the Rook and the Pawn. Whence 
it happens that, in the end of the game, a 
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Knight, or a Bishop, may be exchanged 

two Pawns only : the Queen for the two Roolu^ 

the minor Pieces for a Rook, and so forth.^ 

The reason of such diversity is founded in thi^ 
that, in the end of the game, the principa/ 
business being no longer that of combating, ot 
of repelling force by force, as in the beginning 
and middle, but of inclosing and mating the 
adverse King; therefore, the Pieces fittest 
for the occasion are preferable to others of 
greater value, for combating and dispersing, 
but of less ability for actual victory; and 
thus the two Knights, for instance, being by 
themselves incapable of giving Check-mate to 
the adverse King, will, in the end of the game, 
be esteemed less than a Rook, which wins by 
force against the King alone ; although the two 
Knights, in the dispute of many Pieces, may be, 
in combating, more efficacious than the Rook. 
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CHAP. III. 



The Laws of the Gam. 

The Laws of the Game were introduced prin- 
cipally from the necessity of providing against 
disputes between Players. The most necessary 
to be known, the most conformable to right 
reason, and the most established, from the com- 
mon authority of the best writers, are the 
following. 

I. 

The first move is decided by lot. The move 
afterwards becomes alternate, unless where odds 
are given, which entitles the Player giving that 
advantage to the first move. 

II. 

If any one touch a Piece without saying *' 1 
adjust,'' or something to explain his intention, 
he must move it if possible : if not, the King is 
to be moved, if it can be done without placing 
him in check ; but if a Piece be overturned by 
acrident, the Player may replace it. 
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III. 

If a Player touch one of his Adveraaiy's Piectti 
he must take it, if he can ; if not, he mint pli^ 
his King, if possible. 

IV. 

A Piece, once quitted, cannot be recalled; hit, 
so long as the Player holds it in his hand, he ii 
at liberty to advance further, but not to it- 
trogade it. 

V. 

If, by mistake or otherwise, any one makei 
a false move, he must play his King, as ia 
Rule II. but no false move can be recalled after 
the Adversary has moved. 

VL 

If a given cheeky be without warning, the 
Adversary will not be bound to ward it off: but, 
if the former, at his next move, should say 
<« check,^' eMb^flrast'tken retraet his last move, 
and die King be planted out ^ check. 

V«. 
If one^l^iyer warn the olher of a rheelo inrithi* 
outgiving it, and the latter htts* iaconsaqomosi 
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^oved his King, or any other Piece, he must 
be allowed to retract, so long as the former has 
^ot completed his next move. 

VIII. 

If any one attempt to Castle, when, by the 
mles of the game, be caanot, be must move 
tither the Rook or the King, at the choice of 
the Adversary. 

IX. 

A Fallen arrived at the last House, maybe 
iaY09(ed witb the quality of any Pieee which 
bMJiaen loat. If no Piece should, have been 
Iwt, the Player must keep ita dtnominatimi; 
so^iepded, till that, move which skdl immiii^ 
elely devolve to bim, afteriAelosa. of a Piece^ 
tiking care not to cbuse a Bi^op of the same 
colour at his companion, because that would 
imfikBte the nature of the game. 

X. 

At all conclusions, of. gaaMs, wba»ia Btaycv* 
seem. not. to knawvhow^ta give the diffieirit 
Mates, fifty moves on each side must be ap- 
pMOted foe the end of ithe^ gamer which, being 
fmk the. Player has. no right, to proaee»te it 
fortherrttid itmnstfae conaiderada^brawRgaBie^ 
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CHAP, IV. 



General Rules on the conduct of the Game, from iktjirit 

dwngagement of the Pieces. 

§ I. Opening. 



The opening of the game ought to be made 
with the greatest possible development : that is 
to say, it is to be executed by the shortest method, 
chusing those moves which put in action the 
greatest number of combatants ; that one Piece 
do not impede another, but can act with due 
promptitude ; and, that every Piece be so 
situated, that the adversary cannot annoy it, 
without danger to himself, or loss of time.— 
Whoever, at the beginning, has brought out bis^ 
Pieces with greater symmetry, relatively to the 
adverse situation, may thence promise himsdf a 
fortunate issue in the prosecution of the battle. 

It is not advisable to push, at the first move, 
the King's or Queen's Pawn, much less any 
other, one step only ; the game remaining thus 
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*^o much inclosed and confined, and leaving to 
^e enemy a more open field to advance and 
impose bis attacks. 




hanefore, whenever it is possible to answer 
the first move, by playing the King's Pawn two 
aqaares without putting it en prisCj this will be 
the best method of playing: opening adviatnta- 
geously two Pieces, viz. the Queen and King's 
Bishop ; which is not obtained by moving any 
other Pawn ; and when not possible to answer 
it in this manner, it will be well to do it with the 
Queen's Pawn, played to its extent, being the 
best, after that of the King. 



§ II. — Attach and Defence. 

Whoever has the advantage of the attack, is in 
a state to give law to the enemy ; therefore all 
means must be used to obtain and preserve % 
menacing and annoying the enemy constantly, 
to gain advantage from any irregularity in his 
answers. 

The method which is necessary to undertake 
and execute the attack, consists in determining 
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an advantage, which is h(^>6d to be obtained hj ^ 
the nature and combination of the game, or kf 
less dexterity on the part of the Advemry ; wd 
in prefixing the situation of the Player's own 
Pieces, and diverting those of the enemy, in 
such manner, that he be not aivare of lbs 
intent ; or that it only manifest itself, when the 
attack has no remedy. Above all, whoever it 
in poeession of a fine attack, must be cardbl to 
make it take effect in time, without precipitating 
it unseasonably, that it may not vanish, and 
without deferring it one move too long, by vhkh 
the enemy may have lime to discover and to 
remedy tlie artifice. 

A direct attack on the King is to be preferred, 
he being tlie most interesting person of the game ; 
therefore this is to be sought before any other, 
using the most industrious means to disfioie the 
forces, and couceal the design, in order to be 
assured of a happy issue to the assault; as is 
better explained in § V. 

On the other hand, the Player, subject to db* 
fence, ought to investigate intimately, the reason 
of the Adversary's moves, to undenstaad ail his 
aims, and prevend the coafleqneBces ; aad, if 
the attack be greatly feared, he should endea* 
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vour to cut short its progress, either by the ex- 
change of some advei-se Piece, or by a move of 
defence and attack together, by which i\ip 
tbrealened invasion is weakened, divided, or 
abated, and the opposite attack n^ay only be 
allowed to take ils course wh^n the d^ender has 
prqMured a concealed move, which may revolve it 
to the Goat of the aggressor. 

WheD the aature and constitution of the game 
do not afibnd any idea of attacks nor place tlie 
Player under the necessity pf defence, it being 
against the rule to make an useless move, he 
should make a move directed to some useful 
scope, as, for instance, to liberate a Piece enclosed, 
or retire one from afar, or to castle, or to open a 
retreat tp the pasded I^ing by pushing the Rook's 
Fawn one step ; which, hpwever, is not always 
good play, as will be noticed elsewhere. The 
same may be said of uniting his Pawns, or 
effecting a convenient exchange, or making 
other similar moves, which ipay be preservatives 
from the opposite insults, or preliminaries to 
toine attack on the enemy. 

Finally, whatsoever ms^ be the order of the 
gwie, it is nece^mry always tq bear in mind tliese 
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pradential rules, viz. : having a good move, to 
seek for a better; haying a small but certaia 
advantage, not to risk it for a greater, but ancop- 
tain one — ^To doubt of the advantages whidi 
present themselves, in imitation of him who wflt 
" Timeo Danaos et dona ferentes" — ^Alwaji 
to esteem the enemy, although inferior — Not to 
play hastily ; for ^' amat Victoria curamf 
because in this game, more than in any otb^, in 
consequence of the innumerable combinations of 
which it is composed, accidents often happen, so 
much the more strange as they are not foreseen. 



§ III. — Exchanges. 

It is a general rule in every contract, not to 
execute it upon the present advantage, but rather 
to be guided by the situation which will remaio 
in consequence of it. 

It is prudent to effect the exchange of Pieces 
in the following cases: — ^viz. First, Whenever 
it is intended to prevent or deter the enemy from 
any idea of a prepared attack. — Second, If the 
Flayer be inferior in situation; having, for 
instance, his own King exposed, or his FieoeB 
impeded, thence to acquire time, the better to 
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irrange bis game. — ^Tbird, When he may be 
loperior in force, by which the Adversary is 
doably weakened, either by the want of the 
Piece exchanged, or by the less activity of the 
Pieces which remain to him; because die 
naaller the number, the more easily they are 
oppressed by a superior force. 

Bdbre it is resolved to exchange a Piece, it is 
Decenary to reflect, that, although it is generally 
good to be the first to exchange, thus obliging 
, tbe enemy to make the necessary move to retake 
it, the first Player preserving the move after it ; 
still sometimes it is better to allow the Adversary 
to take first, to be enabled, in re-taking, to put 
a Piece in action, to spread a doubled Pawn, to 
open a file, or to gain some other advantage, fore- 
seen in time, from the aspect the game will 
assume, after the exchange has taken place. 



§ IV.— Castling. 

It is better to castle by choice, than to be 
ander the necessity of doing it for defence ; being 
enabled, in the first case, to place the Rook 
where it may be in a condition to operate with 
more expedition ; and therefore it will never be 
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dn errdr to castle eaHy ; thus placing the King 
in security : from which may be dedoced, dnl 
it is generally better to castle on the King^s mk 
than oti the Queen's ; not only because it k 
executed more quickly, but that the King is msft 
sheltered from the annoyance of the Pieces mi 
Pawns of the Adversary, who, not to expose Ui 
own King, Mill not advance them so boldly on 
the side of the King as he would on that of the 
Queen. 

If, however, several exchanges take plaie at 
the beginning, and especially that of theQoeen'i, 
it is often better to maintain the King in tile 
field, because he can then act with more fiMuli^t 
and greater promptitude, where necessity calb 
him. Which position is the best for the Kiog 
and the Rook, cannot be precisely defined, as it 
depends on the different relations of the advene 
game, and on the aims which the Player himsdf 
has in view from his own ambuscades. On the 
other hand, I think, the Player having the fint 
move, may castle equally well with the King in 
the Rook's, and the Rook in the Bishop's or 
King's square, as with the King in the Knight's, 
and the Rook in the King's square ; although 
this last mode of castling may not be so fertile a 
adventure and artifice as the two first, whieb will 
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be wen practically in its proper place. The Cala- 
biitta mode of castling, viz. ivith the King in 
the Knight's, and the Rook in the Bishop's 
square,* is not very commendable in him ivho 
bad tbe first move, it being only defensiye* 

After having castled, it is advisable to keep 
tbe Rook's and Knight's Pawns in their squares, 
as they cover, or ought to cover the castled King, 
to secure the liberty of pushing either the one or 
the other, in any assault which may be directed 
agmiDSt the King ; and, although this rule may 
be aa ancient as Damiano and Lopez, who were 
tbe first to leave it, still many of our superficial 
Phyers have not yet adopted it, since they almost 
always, in the early part of the game, move the 
Rook's Pawn one step, under the impression 
that they gain two advantages by it ; the one to 
prevent the advance of certain adverse Pieces ; 
the other to prepare a retreat to their own King. 
Tbej do not perceive that they only derive a 
double injury from it : the first, in omitting a 
mote, which might have served for the better 
opening of their game ; the secondi in giving to 
their own King a less secure defence, from tbe 

* This is the osiy mode of catding pennittcd in England. 
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more assured measures which the Advermiy can 
take, dependent on the Pawn being alreidf 
moved. It is not to be denied that, on some 
occasions, it may be useful to recede from fliii 
regulation ; but the exception of a rule exacdy 
serves to acknowledge and confirm it. 



§ v.— King. 

Castling is not the only, precaution we ought . 
to use on the part of the King. As his security 
is always interesting, so ought our utmost vigi- 
lance and attention to be always bestowed on 
him. In whatever situation he may be placed, 
it will be a good rule never to have the Queen 
many moves from him, which inexpert Playen 
often practise to acquire a Pawn or a Piece; 
but not being able to return her speedily to the 
succour of the King, they tlien discover that the 
gain is rather prejudicial than otherwise. 
Where the Queen is wanting, or where, by her- 
self only, not sufficient, other Pieces should be 
supplied, and quickly called to the guard of the 
adjacent squares, to prevent or defend the King 
from the Adversary's checks. Among these the 
checks of the Knight are observable, as they are 
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not to be covered ; and for the others which 
admit of being covered, it will be most expe- 
dient to do it with Pieces which repel the ag- 
gressor ; since they do not I'emain engaged nor 
subject to a redoubled attack : but, above all, 
the double checks are most to be feared, which 
always force the King to move. Where a check 
is threatened with a Piece, by discovery, it is a 
rule to invest the said Piece, and defend one's- 
self by taking it. 

It is not proper to check the adverse King 
<Hi all occasions which present themselves, as it 
mig^t rather afford him the opportunity of for- 
tifying himself better, and improving his situ- 
ation ; but such cheeks only ought to be given 
which are profitable, either because they deprive 
him of the convenience of castling, or, in co- 
vering, he is obliged to leave a Piece unde- 
fended, or to abandon an attack, or suffer an 
unequal exchange ; or also when the Player's 
object is to better his own situation, as to gain 
a move, to advance or liberate a Piece, or for 
some necessary defence. Above all, finding the 
adverse King in the field, it is proper to com- 
pel him, by reiterated checks, to take a more 
open position, since, having advanced beyond 
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the Itmks of his own Pawns, when three Pieen 
can attack hitn, it will ht a rare case if it shooU 
not tetminate in a Mate. 

Notwithstanding that it is dangerous to koie 
the King exposed among many Pieces, it is 
equally so to allow him to remain idle in his 
square, at the end of the game, when the battk 
is reduced to the Pawns only* They ought 
then no longer to serve as frontiers to their 
King; but it is a rule that he precede them, 
and become their conductor, to protect them 
from the adverse King, to impede the advamse 
of the opposite Pawns, and to insure eitchangOi 
which produce advantage of situation to thd 
others. The Pawns, at the end of the gam^ 
which have not the preceding escort of their 
King, run the risque of being lost, or disunited, 
or of being blocked up untruitfully, by those of 
the enemy. 



§ n.^Queen. 

The power of the Queen is infinitely gi>6ater 
thun that of the Rook ; she being enabled to 
give Check Mate to the King alokie, in nine 
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mores at most, in whatever position the Pieces 
Amy be ; whereas the Rook conld not efiect the 
same thing under twentj. This superiority is 
clearly derived from the Queen having the move 
of th^ Bishop, in addition to that of the Rook ; 
which two forces render her still superior to a 
Rook, and a Bishop, " Virtus unitafortiar.** 

The Queen, by heliself, can confine the King 
in any angle of the Chess-board, by placing 
herself in the third square of the Knight, or 
second of the Bishop, relatitely to the same 
angle : and in consequence of this great activity, 
it is necessary to guard against giving a Stale 
Mate; which might easily happen with the 
Queen, but does riot so frequently occur with 
the Rook. 

In the banning of the gaiAe^ th6 Queen 
often produces great advantages, placed oppor- 
tunely in certain squares; as iti the adverse 
King's Rook's fourth, or adverse Queen's fourth ; 
or in her own Knight's third ; which is prac- 
tically detnonstrated in the Openings, prindpally 
eS the Pimio games. 

Although, in some particular situation, the 
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Queen may be surrounded with adverse Pieces, 
in such a manner, that she has no escape, and 
therefore appears to be lost ; nevertheless, in 
consequence of her great power, she is rarely 
to be considered as conquered, although she 
may appear quite surrounded ; since the enemy, 
needing the use of many Pieces, part of 
them to attack her, and part for his own de- 
fence; especially that of the King; the Queen 
finds the means of calling to her aid some 
Piece, which succeeds in liberating her, or 
makes the care of her imprisonment a dear cost 
to the enemy. 



§ Vlh— Rooks. 

The Rook, or Castle, being more powerful 
than bold, ought not, at the banning, to be 
exposed in batflfijft ^ in the adverse fray of the 
Bishops, KnigiklAnd Pawns, it would be easily 
taken, or at least shut up. 

At the end of the game, however, its force aug- 
ments so much, that it sometimes draws the 
game against the Queen, and is admirable in 
making a drawn game by perpetual check. 
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We ought, as much as possible, to prevent the 
Adyersary from doubling his Rooks, particularly 
when there is an opening in the game ; there- 
fore, in such a case, it will be proper to seek an 
exchange with one of the said Rooks. 

It may be useful to advise the Player not to 
leave his own Rook enclosed at the end of the 
game, in consequence of wishing to prevent the 
advance of the adverse Rook's Pawn, by placing 
it in its second square, or in its own square 
against the Pawn arrived at the said Rook^s 
second or third square; since, if the enemy, be- 
side the said Pawn, shall have a Bishop, he may 
enclose the Rook with it, placing it in the 
Knight's second square, or in the Knight's own 
square, where it would be guarded by its Rook's 
Pawn. 



§ VllL— Bishops. '* 

The best position of the Bishops, in the begin- 
ning of the game, and especially of the King's 
Bishop, is the fourth square of its companion, 
where it acts admirably in the attacks. The Player 
should, if possible, oppose the adverse King's 
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Bnhop with bis Qwa Queen's bishop, at the 
King's third ; ^iid it Fill be we)} tp exchaqge 
the said adverse King's Biahop, eiUiep with t^is 
or some other Piisce, if oppprti^iity flhoiih} o^f 
Not being pnabled tp pjape the Kisfopps as abpw» 
the best positions remaining for them are, the 
fg and Queen's third squ^fias. 



It is to be observed, ^ a genend rule, that, 
when a Player is strong in Pawns, it is proper to 
efiSsct exchanges with the Adversary's Bishops, 
they being more ^ble than the Rook's to sU^ 
the progress of the said Pawns. 

When a Player has a Qishop runping on a 
white diagonal, he should place bis Pawns on 
the black squares ; the !3ishop beipg thus eiff^ 
bled to prevent the adverse King or other Pieces 
from introducing themselves between the Pawns. 
Few players observe this, which is very essential. 



Although the Bishops and the Knights 
nothing in their value, yet some differeaee is, at 
times, caused by the state of the gfm^ by fi)p 
partiality of the Players, or by greater de||:tefj^ 
in the management of one than the otb^r. But, 
because some will have th^t the Kaigl^t ja htttOTi 
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and odieri that the Bishop is more ugefiil, it will 
not be improper to observe, in this place, the 
qualities of the Bishop, by which it seems pre- 
fisrable to the Knight ; and, in the following, the 
qualities of the Kniglit, by which it appears pre- 
ferable to the Bishop : therefore, 

1. The Bishop strikes more from afar than 
the Kni^t. 

2. Both the Bishops, united to the King, give 
Mute to the King alone, which both Knights 
caanot do. 

%. The two Bishops shut up the way, like the 
Rook, and thus prevent the adverse King from 
entering : this power is wanting in the Knights. 

4. The Queen wins more easily, and more 
speedily against (he two Knights tfaaa against the 
two Bishops. 

5. A Bishop and a Pawn united guard each 
other radprocatly. This power is not in the 
KttigiU. 

4. The Bishop, in coveruig his K^ag from aa 
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oblique check, both defends and offends : this is 
not effected by the Knight. 

7. The Bishop, in company with the Rook, 
wins the game against the Rook, which is not the 
case with the Knight. 

The adverse King cannot invest and take the 
Bishop, as he can pursue and take the Knight 
when found in certain squares. 

9. The Bishop can confine the Knight, and 
prevent his egress, till the King, or some other 
Piece, arrive to take him ; as, if the Knight were 
in any square at the sides of the board, and the 
Bishop places himself in the fourth square, in a 
right line, distant from the Knight ; which the 
Knight cannot do against the Bishop. 

10. By discovering the Bishop, check may 
be given by two, which cannot be the case with 
the Knight. 

11. Finally, the Rook's Pawn can sametimei 
succeed in Queening itself against the Knight, 
but never against the Bishop. Other prero- 
gatives may be found in the Bishop, which 
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diBCorer themselves in the course of the 
jjameStf 



§ IX. — Knights. 

Tbe qualities of the Knight, by which it 
appears superior to the Bishop, are tbe follow- 
ii^, ?iz : — 

1; The Knight^ in company with the Rook's 
Piswn, commonly wins tbe game ; which cannot 
be done by a Bishop not commanding the last 
square or corner, where the said Pawn aspires 
to queen itself. 

2. To tbe check of the Knight there is no 
cover, which is the great expedient of the King, 
as tiiere may be to the check of the Bishop. 

9. The King, checked by the Queen, three 
squares distant, in a right line, covering with the 
Knight, cannot be again checked by her at the 
MHowmg move, which the Bishop could not 
cficcC 

4. The Knight goes aH^nately on a white and 

D 
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a black square, which is a great advantage io 
pursuing and taking the Pawns, and for odier 
services, which is not permitted to the Bishop: 
hence, the Bishop is master of half the Cbev* 
board only, viz. — of the squares of his colour; 
whereas the Knight can run over all the sqoarei, 
even without touching any one of them a aeoood 
time — that is, in sixty-four leaps only ; as isseea 
by the three elegant little tables taken from Mr. 
J. Ozanam's " Mathematical Recreations," and 
placed at the end of the present chapter ; which 
demonstrates the perfect proportion which the 
leap of the Knight, although oblique, has on a 
square. 

5. The Knight leaps over any Piece or Pkwn : 
a privilege exclusively its own. 

6. The Knight in many squares, at a single 
check, can attack seven, and even eight difler- 
ent Pieces of the enemy : such power is not in 
the Bishop. 

7. Both the Knights mutually defend eadi 
other ; which cannot be done by the Bishopa. 

8. In intricate games, the Knight enters, and 
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beats up the enemy's quarters with better effect 
Iban the Bishop. 

9. The leap of the Knight is such, that it 
cannot be averted with any other Piece ; whereas 
the moTement of the Bishop may be averted by 
the King, by the Queen, and by the Pawn, when 
lie checks or takes. 

10. The Knight can give the smothered Check 
JUate ; which neither the Bishop nor any other 
Piece can do. 

11. Finally, the Player, having a Knight sus- 
tained by two Pawns, as for instance, the King's 
Bishop's Pawn, and the Queen's Pawn at the 
fourth, and the Knight at the adverse King's 
fourth square, and not having any adverse 
Fawn which can attack him, to make him de- 
camp, he becomes at least as valuable as a Rook ; 
because he will incommode the enemy so much, 
that he will be obliged to be the first to exchange 
it : in which case the other, in retaking, unites 
bis two Fawns, without any impediment on the 
part of the Adversary, to whom it will pro- 
bably cost a Piece to hinder one of these Pawns 
firom becoming a Queen . Other good parts may 

d2 
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^et be iband in tbe Knight, which are knomi 
by practice in tlie game. 



§ X.— On the PtiWH^. 

It is so necessaty for a Player to keep hisoiri 
Pawns well regulated, that one ohiy being loli 
without compensation, even in the first movei» 
is quite sufficient to render th^ game lost by ib 
nature ; as has been practically proved on fle 
Chess-board to many incredulous Players. 

The Player's first attention should be bestowed 
on playing well the Pawns, which form the ftnl 
attacks and defences ; from the good or bad dis- 
position of which generally depends the victory, 
or loss of the game : so that Philidor Calls them 
the soul of Chess. 

When the King's and Queen's Pawns are at 
the fourth squares, it is not well to advanoe 
either of them, at least, unless the Adv^saiy 
should force an exchange, or the advance of die 
attacked Pawn. Here it should be obaerved, 
that the Pairns posted in the said fourth sqaveSi 
greatly (Irievent the adverse PiecJoa frMA taking 
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W fdfUftBgewH poaitioQ, or iosinuatiiig them- 
idvei jftto the game. This rule may a^rve 
equally for all the F^wns, situated in the same 
^uifier. 

3|be tifiji JKing's and Quel's Fawofl, are 4ie 
VQit ^efficacious of all ^ oUiers ; because, oc- 
cupyiog the centre, they better prevent the at- 
Mc by the adyerse Pieces: and, having two 
bodies of Pawns sep^ted (rom the qentre, the 
Pillar should endeavour to increase the strong- 
4|t; ^t, having twp P^wos in the centre, he 
l|iqq{l(l uoiite jthere as many of the others as (loa- 
aljk; haniiig ^^Iready qbserv^ (bat ,the tPitwjQS 
tf ^ centre |u;e the strongqit, and tbereiore the 

As a general rule, the Player ooght not easily 
to determine on pushing forwards the Pawns of 
^tber wing, before the adverse King has castled ; 
l^ecaqse, probably, iie wiU always retire on 
^ side of the Pawns less advanced, and conse- 
9SlMif less .in ajrtate lo injure hin. 

A P^ii,douUed,.Tvfaen, surrounded by three 
V Anr «thcr Pbwn, cannot be accounted dis- 
^Avmtiigeous. 
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A Pbwn, separated from his companions, is 
rarely able to effect any thing of consequence. 

A Pawn passed — ^that is, which cannot be 
stopped by the Adversary, except with Pieces, 
may easily cost one, to prevent it from becoming 
a Queen ; the Bishop Vida saying, that, to such 
nimble Pawns, 



•dJMt ilif 



Glom pnBpetilrat plaotis, tt plwimt 



Pawns too far advanced may commonly be 
reckoned as lost : therefore, two Pawns at the 
fourth squares are often of more value than if they 
were two squares farther advanced; because, 
being thus at a distance from their centre, 
they may properly be compared to the dead sen- 
tinels in an army. 



§ XL — King's and Queen's GambUe. 

The Gambit is made by the Player having 
the advantage of the first move : a game fertile 
in snares and deceits ; and therefore may easily 
oppress the incautious. One is called the King^s 
Gambit, and the other the Queen's. The first 
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is made by playing, after the two King's Pawns 
are pushed two steps, the King's Bishop's Pawn 
two squares also: the second, after the two 
Queen's Pawns, at the first move, are pushed 
abo two steps, by pushing the Queen's Bishop's 
Fawn two squares, in the same manner. This 
last is not so lively as the other ; but never- 
theless more secure ; whereas, on the contrary, 
he who plays the King's Gambit has a game, 
lost by its nature a^ is practically demonstrated 
in the two last Openings of Part II. ; it being 
yery true, that 

" GuBbilto ■ Gioooitor bni non lice." 

^In the attack of the King's Gambit, it is a 
general rule, that the King's Bishop is the best 
Piece ; and the King's Pawn, the best Pawn. 

In the Queen's Gambit, after the Queen's 
Bishop's Pawn is pushed two squares, if the 
Adversary take it, it is better for the Player ma^ 
king the attack, to play at his third move, the 
King^s Pawn, one or two squares, according to 
the different aims he may have in view. 



Other notices on these Gambits are given in 
the preambles of the above-mentioned two last 
Openings d[ FM II. 
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§ XII.--I^ jRraiio GfMie. 

The Piaoo Game is. underatDod by.tiie naftf, 
having the lead, plajying at the fij»t;Bote Ae 
King's Pawn two squafea: atthe-rseoondiilbe 
King's Knight to the Bishop's ihird ; Eod^attlie 
third, the King's Bishop to the jQmen'a Bitbiof'n 
fourth : the Adversary am wering the first Jnove, 
with the King's Pawn two squares ; the second, 
with the Queen's Xnight to the Bishc^'s third, 
and the third with the King's Bishop to the 
Queen's Bishop's fourth. 

•This is the best opening of all others, liecaase 
the most fertile in subtleties and adveotwes ; 
which few . Players . .understand in Ibeir Ml 
extent; and, as these depend on the subsequrat 
fourth move, from whieh are formed the many 
and so multifdied ramifiGatioiis ; > th^refore^ lor 
greater precision, in the Second Part, two.^^pcn-. 
lAga of the Piano game afe:given. 

In the Piano, game,, it is a move of coBsoqueMe 
to push the Queen's Pawn to its extent ; and, 
therefore, to* know when. it ought. U>: be pushed, 
and when not, and, if pushed by the 'Adwmqrt 
when it ought to be taken, or when ibe jMMhcd 
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fiiabop should rather be retired, the foUawing 
ndes may serve for light and direction : — 

The Queen's Pawn pushed two squares^ 
being commonly a move of attack, is therefore 
more fnequently pushed by him who has the 
advantage of the first move ; as, in consequence 
of that move, he is master of the attack. 

The said -Queen's Pawn should not be ipushed 
two squares, unless the Queen's Bishop's Pawn 
has^lready been moved one step, which defends 
it; except in some few cases, which are indicated 
in the following directions : — 

Whenever the Player, having the move, has 
already caatled with the King in the Rook's, and 
the Book in the King's square, then, if the white 
Adversary shall take the King's Bishop's Pawn 
with .the £ishpp, the Black, having played the 
Rook to the Bishop's square, ought, as his best 
move, immediately to .push the Queen's Pairo 
two squares ; although, in this case, the Queen^ 
Bishop's Pawn may not have been moved one 
step, and that in favour of the powerful attack 
whkh is derived from it, on the adverse King's 
Bi«hopfa Pawn: and if the White .do not take 
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the said King's Bishop's Pawn with his Bishop, 
but does any thing else, except castling with die 
Rook in the King's square, and the King any 
where; the Black may push the said Qtieen^ 
Pbwn, after having first moved the Qaemi's Bi- 
shop's Pawn one step, as is already sapposed, 
where the contrary is not notified. 

When the Black, having the move, has cast- 
led with King in Knight's, and Rook in King's 
square, he may likewise push the Queen's Pawn 
two squares, intending, if the Ad versary take it, to 
push the King's Pawn another square, on the 
adverse King's Knight : also, should the Adver- 
sary not take it, to push the said Queen's Pkwn 
another square on the adverse Queen's Knight, 
threatening to enclose it, if it fly to the Rook's 
fourth, with the intention of pushing the King's 
P^wn another square ; which move ought to be 
made whenever the White has already castled in 
the same manner as the Black ; but if, in castling, 
he has placed the Rook in the Bishop's square, 
the Black ought to retake the Pawn with the 
P^wn. 

When neither Player may have yet casded, 
the Black may push the said Queen's Pawn to 
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ito extent at the fifth move, which being taken 
by the White, as his best move, Black should re- 
take the Pawn, not caring for the check of the 
advene King's Bishop, at the black Queen's 
Knight's fourth, since Black will cover, not with 
Queen's Knight, but with the Bishop, at Queen's 
second. These five rules are sufficient for the 
instruction of the Black ; whence he may know 
when he ought to push the Queen's Pawn two 
squares, in the supposition, that he may have 
had the advantage of the first move. 

In case the Adversary may have had the move, 
and pushes the said Pawn two squares, that the 
Black may know if he ought to take it with the 
King's Pbwn, or to retire the attacked Bishop, 
die following rules may serve him as a guide : 

If the Adversary push the Queen's Pawn two 
squares before he may have castled, Black should 
takt it ; because, if he retire the Bishop, he may 
eidier lose the King's Pawn, or discompose his 
game. 

On the contrary, if the White may have cast^ 
led in any manner, generally speaking, he should 
not take the said Pawn, unless he be sure of 
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preserving it in advantaire: ]ikewit>e, when li 
may have bis King's Knight at the Adversary'' 
King's Kn^ht's fourth, attacking the Whib 
King's Bishop's Pfiwn, Id which case the Adrer* 
aary is accustomed to push the Queen's Fawn 
two squares, to free ii.imself from that attaijc; 
or, finally, when the Black may have also catitfedi 
and have the ^ook in the Kiog's square. 

In the openio{;s of the Piano Game, we d# 
come to the practical demons:tratiQ{L of fheie 
theoretical principles. 
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CHAPTER V. 



Of ike ffineipal fVriier$ on ike Game, poiuiiug mU tie 

fuoted in thie Work. 



1. Damiano, a Portuguese, was the first who 
gave to the public a little work entitled, ^^ JU- 
bro da imparare giocare a Scacchi: ^ de 
bellitissimi partiti revisti 4* recarrecti. Com 
summa dUigentia emendati da molti /atnatU' 
smU Giocatori. In lingua Spagnola et ItaXh 
ana. Composto per Damiano, P&rtuguese." 
Printed at Rome, by Antonio Bladi de Asoh, 
in 1524. This author merits distinguished 
praise, because he was the first who wrote on 
this subject, and because he explained many 
original subtleties, which many have been ple»> 
sed to recopy, amongst which are the smotheied 
Check-mate of the Knight, and the game called 
Damiano's Gomitto, which will always bestow 
on him an honourable remembrance. His small 
book, however, is not sufficient to make a good 
Player, because it wants the principal Openings ; 
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and the few he has explained present only weak 
and fiiint ideas. He expatiates on games where 
advantage is given ; but, as no useful instruction 
is to be gained from them, they being already 
lost by their nature, 1 have always considered 
them of no importance. He dwells also on 
teaching the art of playing by memory: but 
this ability was rather in the opinion and desire 
of some ; it not being credible, that that is to be 
executed blindfold which cannot be done with 
open eyes. Of the eighty-eight parties by this 
author, nine or ten are very ingenious, not so 
the others. 

We, nevertheless, must believe, that all alike 
excessively struck the fancy of D. Anlonio 
Porto, who, with admirable frankness, caused 
them to be re-printed under his own name, 
without adding the smallest particle to them 
himself; as may be seen by the two editions, one 
printed at Bologna, by Gio. Rossi, in 1606, the 
other at Venice, by Peter Farri, in 1618. 

2. Ruy Lopez, a Spaniard, was the second 
who left a work on this game, which was trans- 
lated into Italian by Gio, Dominico Tarsia, 
jHTinted at Venice, by Cornelius Arrivabene, in 
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1584. This writer made but little progre» after 
DiuniaDO ; he, also, having few openings and 
tlieae so inconclusive and defective, that Ac 
Student can learn very little from them. He 
was a barren genius, and entirdy deprived ef 
that enthusiasm which is so necessary, parfici^ 
kriy in the attacks. In attempting to ceimnv 
Damiano, he committed several mistakes^ aoi 
both bis translator and printer endeavoured, by 
contending with the author himself, to add emr 
to error. He lays down, as a probable opinioB, 
that this game was invented in Castilte; b^lit 
is not known what other reason he had for i^ 
except his nationality. He also loses himself in 
games where advantage is given* His few ends 
of games add but little light, and his rules are 
confused and contradictory. Not content to ex- 
preis great disdain towards Damiano, he treated 
all the Italian Players in the same manner : but 
he ought to have been undeceived by the very 
mortifying defeat which he received from Leo^ 
nardo of Cutri, in the presence of Philip IL 
King of Spain ; as is recorded by Salvio in the 
fifkh chapter of book II. page 25. 

3. Alexander Salvio, a lawyer of NapleSi 
flourished about the end of the rizteenth 
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tiHry, and composed a work, tlie last edition of 
which was printed at Naples, by Felix Mosca, 
in 172S. This was the most ingenious master 
of his time ; copious in openings and judicious 
in his parties. He added great improvements 
to the Piano Game, and to the King's Gambit, 
which shew his great penetration. But what di- 
minishes the advantage of those who study him, 
is his want of method, confounding the openings 
with the parties, reprehending now wlmthe had 
before proposed, and directing sometimes the 
"White, at others the Black, often without point- 
ing out the first fiuilt of the loser, although it 
would assist so much to learn that first move 
which destroys the equality of the game. He 
also is very diffuse on games where advantage is 
given, on the very uncertain origin ofChess, and 
on the quarrels and disputes of various Players, 
which is productive of little pleasure and less 
profit to those who wish to be instructed in the 
artifices of the game. 

4. Don Pietro Carrera, of Miiitello, in the 
Valley di Noto, in Sicily, was born in 1571, 
and died 1647, having composed a work, di- 
vided into eight books, which was printed at 
MHitrilo, in 1617, by Gio de' Rossi. He is 




66 BRCOLE DAL RIO ON CHB8S. 

more copious and more methodical than Dami- 
ano and Lopez, but very inferior to SaWio; 
because *^ serpit humi" and he has not three 
scientific moves of his own, in all his book. 
The more capable he was in imitation, the more 
unhappy was he in invention. He is too much 
occupied on the games of others ; and it were 
better that he had not spoken of Salvio, than to 
accuse him of mistakes where none exist, and 
omit those errors which are really to be found. 
From his manifold works of various kinds msy 
be deduced, that he was more versed in Sicilian 
antiquities, than in Chess. He was the inventor 
of a new Board, of eighty squares, wherein be 
added two pieces called Campione, and Ceittow; 
but this thought had no better success than that 
of Piacenza and of Marinelli, with their new 
Chess boards, which will be noticed presently. 
He would have been less tiresome if he had rea- 
soned less on the origin of the game, and of 
the country, time, and motive of its invention; 
for after a great shew of erudition it was.neoes* 
sary for him to conclude : 

'< Si poioaf tiBli qoif ladi inreiierit irtet, 
" PkrvdioatiDMrtMioidaftiiiaTimM.'' 

5. Gioachino Greco, better known by tbe 
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name of the Calabrese, lived and died in the 
beginning of the seventeenth century, having 
left a work on Chess, translated afterwards into 
French, printed many times in that language, 
and especially at Paris in 1714, by Dennis 
Moachet. It is very copious in openings, which 
are arranged with method, and are full of the 
most brilliant attacks, which, taken in abstract, 
should furnish a young fancy with the brightest 
ideas. But the greatest defect of this book, 
consists in having its attacks founded on bad 
play, supposing that the Adversary does not 
profit by the errors committed on our part, and 
that in the end the game is lost by the Player, 
who, from the nature of it, ought to be the con- 
queror. Bad moves should be supposed only on 
the- opposite side, to explain to the student the 
way to take advantage of them ; but they ought 
Bever to be executed on the part of the Player 
to be instructed, to the end, that, encountering 
the best answers of the enemy, the game may 
remain at least equal. A system so irregular, 
which pretends that erroneous moves may have 
a fortunate issue, does not permit us to number 
this writer among the masters of the game, as 
was properly observed botli by Philidor and 
Stamma. Hence I do not comprehend how the 

£ 2 
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of the game, at Pbrisand AniBterdaaii 
should adopt him as a model, and how BtPfl^ 
in his Historical Dictionary, affirms that the 
Calabrise did not find a Player equal to fauBsdf 
in any part of the world, when his woric does 
not shew it ; and when we also learn from Sd- 
Tio, at the end of Book II ., that he was infe- 
rior to Marano. 



6. Francisco Piacenza, of Turin, lived in the 
eighleenth, and died in the beginning of the 
nineteenth century ; leaving a work, which coft> 
tains nothing of importance, except its title, 
which is as follows : ^^ I Campeggiameuti def& 
Scacchi^ o sia nuova disdpUna dCattacchi^ dih 
/e^e, epeartiti del GHuoeo degli Scacdtif d 
nello stile anticoy che nel nuovo Arciscaeckitft: 
stratagemmij ed inoenziom del Dott. di Leggt 
Francisco Piacenza Accadtmico InmiobUe. 
In Torino per Antonio BeUrandi^ 1668." 
These encampments consist in some miserable 
positions of Check-mates, sometimes at a di^ 
tance from, sometimes near to the Kii^ ; bc^ 
in the comer, now in the middle of the Beirit 
and sometimes with a particnlar Fktwn or Piece 
in a specified square ; all which are se 8i^y aai 
incondusiye, that the student, however paticat 
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he Wttj be, cannot deduce any profit from them. 
It is totally defective in Rules and Openings, not 
ksTiag more than two or three b^nnings of 
gBOieSy which scarcely extend to three moves: 
and although he says that he has won many 
pistoles of Doctor Belloi, a gentleman of Mo* 
dena, his book does not allow him to be con- ' 
tidered even a moderate Player. He notices 
several rules, or customs of playing, among the 
T\Rk8, Moors, and Hebrews of the Levant ; but 
Ae worst is, that he omits the greater part of the 
Italian rules. He mentions the Pezzo di tregua^ 
(or Piece of truce,) used in the East, which Da* 
■liano calls Pezzo fidato (or trusted Piece,) to 
which is accorded the privilege of not being 
taken, unless when actually attacking the Ene- 
my. His Arch Chess-board, consisting of a 
hundred squares, to which he added two Pieces, 
named a Decurion and a Centurion, did not 
meet a better fate than Carrera's of eighty 
squares, and that of a hundred and thirty-six 
squares of Philip Marinello, of Naples, who 
invaoited it with a view to the amusement of three 
penons who could play at it at the same time, 
as he. himself declares in the pre&ce to his little 
Book, printed at Naples, by Felix Mosca, in 
1722. The general disapprobation of these new 
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Chess-boards and Arch Chess-boards, is a 
not at all equivocal, of the more convenicDt, 
and more elegant symmetry of ours, adopted 
during so many ages, not only by all Europe, 
but also in other parts of the world, as travel- 
lers and historians agree in affirming. 

7. Joseph Berlin, an Englishman, wrote a little 
M'ork on this game, entitled, ^' The noble Gam 
of Chess, containing Rules and Ifistructimu 
for the use of those who have already a littk 
knowledge of the Game. Printed at London 
in 1735." Whatever has been said of Gioachino 
Greco, might be repeated of this author ; who is 
even poorer in openings, omitting all those of 
the Piano Game. The fourteen parties, placed 
at the end, are to be found, part in Stamma,apd 
part in the Calabrese : from which every one 
may judge of the merit due to him. 

8. The Anonymous Modenese, who published 
his book in 1750, is the most methodical and 
instructive of all wiio have written hitherto on 
this subject. His new discoveries, in the open- 
ings and ends of games, are very deserving of 
commendation. An enemy to superfluity, he 
has addressed himself more to Players than to 
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begioneni; therefore LoIIi could not have be- 
come a commentalor on a better work. As his 
intention was not to form a system, but only to 
give different openings, aud yarious ends of 
games, the result of his actual practice ; there- 
fore, to render it more profitable, he enriched it 
with appropriate remarks, a chapter on the 
Talue of the Pieces, and the most correct and 
provident rules of any yet seen : and what he 
did not finish for the completion of his own 
book, he composed afterwards, to embellish the 
work of Signor Lolli, wherein are most distin- 
guished a letter containing theoretical rules, an- 
other on the Analysis of Philidor, aud a Treatise 
on the Defence, against the advantage of the first 
move ; which productions, of themselves, suffi- 
ciently declare their author's praise. 

9. Philip Stamma, of Aleppo, composed a 
small volume in French, printed at the Hague, in 
17419 which contains a hundred Parties, and 
promises another with Openings of C^ames, which 
has not appeared. He should acknowledge 
having b^;an, where he ought to have finished. 
His Parties, to say the truth, are more intricate 
than subtle; but, nevertheless, eighteen merit 
commendation. He would make us believe, in 
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his Prelace, that almoBt all of them had pntti« 
cally happened to him ; but there is ao mDeii of 
industrious effort in tlieir positions, that iiobodj 
could be persuaded of it. His algebraical BW- 
thod of notation by way of letters, numbera, aad 
crosses, appears very easy in print. ThisTuriurii 
writer pretends ttiat Europe has no Players 
parable to those of Syria ; a proposition so 
the more courageous, as it is the less proTod by 
his book, where several of his said parties, wbid 
ought to be of certain science, are evidenlly 
defective. 

10. A. D. Philidor, who printed hia book ifl 
London in 1749, thought to have analysed Chen 
with the exposition of nine games. Whether be 
succeeded in it, I leave to the sage and impartial 
connoisseurs of the game, i fmd him a very 
perspicuous and enlightened Player ; but I also 
find, that, with admirable frankness, he takci 
for granted, some propositions quite erroneous, 
supposing his readers more credulous than they 
ought to be. Amongst his various errors, two 
appear to me to be the principal. The first is, 
to assume as a maxim, that the Player having 
the first move ought almost always to be the 
Conqueror, as he says at the tad of the first Baek 
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Gtme of tlie second party ; which demooAfaratei, 
dMit he waa not acquainted with the proper de- 
fencea. The second is, to pretend that he, also, 
who had the first moTe, cannot, after the two 
King's Pawns, play at the second move, either 
the King's Knight to the Bishop's third, or the 
Queen's Bishop's Pawn one step ; by which he 
raprobates the greater part of the best openings ; 
aa was shewn by the letter of the Anonymous 
Modenese to Lolli. On the other hand, in the 
ecmduct of the games, he is much distingubhed 
by th^ management of the Pawns ; I wish I could 
siQT as much of that of the Pieces. The most 
TakiaUe part of this French writer consists in 
hia notes on different moves, many of which are 
traly instnictive. His demonstration of the tic* 
tory of the Bishop and Rook against a Rook, 
also merits singular praise ; for, although it had 
besD noticed by Ruy Lopez and Carrera, it had 
not been placed in that clear light in which 
this author has presented it. 

11. Giamfaattista Lolli, a Modenese, produced 
a large Tolume, which was printed at Bologim 
in 1763. This is the most laborious writer of 
any who has entered this proTince. He has a 
great many openings, fiimished with rules and 
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seasonable remarks ; and, beside some QKfid 
ends, of Pawns only, he reckons a handred Fv- 
ties, composed certainly by many Players, bat 
which form a better collection than the hundred 
of Stamma. Other heads give a great value to 
this work, which are the production of the Ano- 
nymous Modenese, of which mention has been 
made above. Some pretend that he has com- 
mitted many mistakes ; but who can boast hin- 
self exempt from them, especially in writing so 
large a volume ? I admit, that he might have 
retrenched many of the less important declara- 
tions, and explained many others with more pre- 
cision. The immense size of a book disheartens 
the reader, and many things are learned more 
advantageously, examined by ourselves, than de- 
clared by others. 

12. Count Carlo Cozio, of Monferrato, was 
the last who gave to the world a work, in two 
volumes octavo, printed at the Royal press of 
Turin, in the end of 1766. He has totally 
omitted the necessary theory, commencing and 
terminating the work with practical demonstra- 
tions only, taken, in a great measure, fnnn 
Damiano, Salvio, Greco, and others, without, 
however, quoting any one of them. He is the 
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most copious expositor of the King's Gambit, 
>vherein he has adopted almost all the moves of 
the Calabrese ; as he has also in the other games, 
of which he has a prodigious number. The 
Italians would have been pleased, that he had 
not restricted himself to the only mode of cast- 
ling, alia Ca/a&mta, and that he had not allowed 
the plurality of Queens, following, in this also, 
the said Calabrese ; which opinion he would not 
perhaps have embraced, if, beside Salvio, he had 
seen Philidor, the Anonymous Modenese, and 
Lolli, who, from what can be gathered, were 
unknown to him. Besides a greater exactness 
of method in the different openings, it would 
have been desirable, that he had noticed the 
decisive move, by which the one becomes vic- 
torious and the other subdued ; and in which 
notice consists the great profit of the student. 
The number of parties given by him is 201. 
In so great a collection it is very pardonable, if 
he have not preserved the remembrance of all : 
and accordingly he has proposed some of them 
more than once ; as 123 is the same as 193, and 
131 as 184 : the first of Stamma, and the other 
of Salvio. It is equally not to be wondered at 
if he have erred in several : as in 40, 45, 47, 
103, 139, and various others, since he who writes 
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•o much, oMnot avoid such ioad verleadei : of 
therest, many are ^xxfitable, partkakrly Aqw 
of the Pawns only ; a point, to say the truAi 
which has been scarcely touched on by otfaen. 

Some writers are hare omitted, who have 
treated of our game, either historically, aa Mu* 
cus Aurelins SeYerino, of Niq^les, or legally, si 
Thomas Azzio of Fossombrone, or poetically, as 
Jerome Vida of Cremona, bishop of Alba, wha, 
not having entered into the practical manage- 
aent of the Pieces, have not interested me ts 
give an opinion on their otherwise respedaUe 
productions. 
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In order that the practical study of the dif- 
ferent openings, by which the game variously 
developes itself, from the beginning, may be 
productive of the desired advantage to those who 
apply themselves to it, I have endeavoured that 
the moves, composing the different openings, 
and their manifold ramifications, may be natural ; 
that is to say, easy to happen, proper on the 
part of the Colour which is directed; ingenious, 
not so much because they delight and give the 
necessary food to the imagination, as that they 
are the most apt to dazzle with their brilliancy 
a less discerning Adversary; and finally disposed 
with that order, which, being the soul of things, 
cannot, without a serious defect in the work, be 
neglected by an accurate writer. 

For the more fortunate issue of the described 
system, I have imposed on myself, above all, 

« 

three rules, which I have considered very ne- 
cessary for the advantage of the Student. 

First, The snares demonstrated by me can 
certainly have their defences, but can never re- 
dound in prejudice of him who attempts them, 



^w 
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as happens in those of the Calabrese, of Bertio, 
and of Philidor, who have their games devised 
with certain tricks, more dangerous in themsdfOi 
than deceitful for the enemy. 

Second, After having explained the said 
snares, I shew the defences most pn^)er to 
avoid them, when they shall be executed by 
the Adversary ; conducting the game to tiNft 
point, at which the advantage of the first mom 
may be overcome, with an equality of force and 
of situation ; since the said first move can never 
produce an attack so fierce, and so vigorouSi 
that it may not have its correspondent remedy ; 
although Philidor says, in the first Back CSame 
of the second party, that '^ jouant taujaurs bim^ 
d^un part et d^autrcy celm qui d le trait j dMt 
presque toujours gagner;'' yet the practice of 
the best Players convinces, that the advantage 
of the move does not continue longer than the 
twelfth or fourteenth move ; others extend it la 
the eighteenth. 

Third, Experience having shewn that those 
masters, who have undertaken to dhrect* with 
inconsistency of method, sometimfis the White, 
and sometimes the Black, destroy the ii 
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already conceived, and confound the memory of 
die student: therefore, throughout this work, I 
bave preferred to direct, and instruct, invariably, 
the Player of the Black Pieces, taking the White 
for Adversary. 



Finally, not to &11 into the defect of others, 
I have indicated, in every chapter, the first 
error, at first irr^^lar move of the White Ad- 
versary ; in the knowledge of which consists the 
greater profit of the practical study of the open- 
ings: and where that is thought superfluous, 
it will be found in the Final Instruction, which is 
propoeed to the Black, as his best guide. 
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FIRST OPENING 



OP THl 



PIANO GAME, 

IV WHZCQ 

THB THRSB BEST METHODS OF CASTUNO ARB PROPeSBD 

ID BE EFFECTED AT THB FOURTH MOV^ BY THE 

PLAYER WHO HAD THB FIRST MOTE^ 

WITH 

A PINAL INSTRUCTION TO THE BLACK, 

ON HIS PROPER DEFENCE, 
THE AD\^RSARY HA\TNG THE MOVE. 



Amongst the six Openings, which form the 
subject of this Second Part, the two first present 
the Piano Games, as those which, in their be^- 
ginning and progress, are most reasonable, and 
most conformable to the rules hitherto ex- 
plained. 

In fact, if the speedy opening of the Pieces, 
and their disembarrassment for castling is the 
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scope which the finst D)oves ought to have, this 
is precisely obtained by the Piano Game. The 
King's Fawn at the first more, i9 played to its 
extent, because no other opens two Pieces at one 
stroke, viz. the Queen and the King's Bishop. 
At the second move, the King's Knight is played 
to the Bishop's third square, because it immedi- 
ately attacks the Adversarj's King's Pawn, also 
pushed two scjuares, obliging him to defend it 
with the Queen's Knight as his l^est more ; Ihe 
reason of which m ill be seen in its proper place; 
and, at the third move, the King's Bishop is 
brought out to the Queen's Bishop's fourth, not 
onlv because it attacks the advei-se Kinj2:^s 
Bishop's Pawn, which is the weakest of all the 
others, but because it enables his King to castle 
in the most convenient manner, according to the 
disposition m hich he may wish to give to his own 
attack. 

Therefore, castling at the fourth move of the 
Piano Game, will be the object of this first Open- 
ing, as of the second will be that of playing the 
Queen's Bishop's Pawn one step. 

I flatter myself, that in these two Openings I 
have comprehended all the most useful and solid 

f2 
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in the Piano Games which is to be found dif- 
fused in other writers, both ancient and modem ; 
that I have corrected their errors, and fiimished 
useful annotations ; and have, besides, disclosed 
new, and very important attacks and defences, 
not noticed by former writers, but left to those 
who should wish to run the same career. The 
student, fully possessed of these Openings, will 
have overcome the most laborious parts ; as thej 
most abound in subtlety, and adventure. 
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CHAPTER I. 



Tke Black mi ike fourth move of the Piano Game eaUling ; 
King to Rook'e sfuare, and Rook to Biekap^t. 

1. 

B. King's Pawn two squares. 
W. The same. 

2. 
B. King's Kt. to his B. third square. 
W. Queen's Kt. to her Bishop's third square. 

3. 
B. King's B. to Q. Bishop's fourth square. 
W. The same. 

4. 
B. Castles. — ^King to Rook's square, and Rook 
to Bishop's squai-e ; 
Which the White can answer in three ways, 
Tiz. : — 

1. King'b Rook's Pawn one step. 

2. Queen^s Pawn one step. 

3. King's Knight to his Bishop's third. 
Therefore, 
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§'• 



W. King's Rook's Pawn one step, to restrain 
the Adversary's Knight.* 

5. 
B. Q. B. P. one step. 



FIRST DEFENCE OF THE WHITE. 

W. K. Kt. to his B. third square. 

6. 
B. Q, P. two squares. 
W. K. P. takes Q. P. as his best move. 

7. 
B. Q. B. P. takes it. 
W. Retires the attacked B. where he pleases. 



* A move, of itself rcpreben^iUe, because k retards the 
good opening of the game, by not opposing itfelf more ably 
against the advantage of the first move. He ought, instead 
of thb^ to have played out the King's Knight to the Bishop's 
third, according to the sentiments of the best masters, to be 
able to castle speedily, if necessary ; as will be supposed in 
§ III. of tht preteot Cba|)ter, and better in the Final Instmc- 
tkm in ikyour of the Black. 
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8. 

Q. P. one step, attacking Adversary's Q. 

Kt, and afterwards pushing K, P. one 

step, on the other Kt. will be in a state, 

either to gain one of the Knights, or to 

compose an open and offensive game, 

principally by the two Pawns in the 

centre, according to what has been noted 

in Part I. §X. on the Pbwns. 

^^COND DEFENCE OF THE WHITE.. 

^* Instead of playing out K. Kt., he plays Q. 
P. one step. 

6. 
'®. Again pushes Q. P. two squares. 
i ^. If he retire K. B. to Q. Kt. third, BJack 
taking K. P. with Q. P., will gain a 
Pawn. * But, as his best move, K. P« 
takes Q. P. 

7. 
B. Q. B. P. takes the P. 

* Beomte If Wkit« take the P. whll th^ Kt., BUel, ex- 
chaagitig the Knights sad Qiieeits, takes K. B. P. iMS. m 
K. B.; and If WMfe tAe the P. with Q. P., Bbck takes Vtsk 
3. witb the Q«; and if White te-Cake the ({. with the Kt, 
be loses K. P.-*-if wMh the K., be le^s K. B. F« 
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W. K. B. to Q. Kt. third. 

8. 

B. Q. P. one step. 

W. If he play Q. Kt. to adr. Q. Kt fourth, 
Black wins it by checking with Q. at bar 
Rook's fourth. If, instead, be play the 
said Kt. to its R. fourth, Black retires 
the attacked B. to his Q. third ; finally 
winning that Kt. by pushing Q. Kt P. 
two squares ; but leaping the Q. Kt to 
his K. fourth, 

9. 

B. Takes the Kt. with K. Kt, and the White 
taking the Kt. with the P., Black pushes 
K. B. P. two squares — ^having a good 
attack. 

§11. 

W. Q. P. one step. * 

6. 
B. Q. B. P. one square. 
W. If he play Q. Kt. to its Rook's fourth, 

* This is not so good a move as K. Kt. to its B. thiid, as 
we have before noted ; understanding it as a general mk to 
play K. Kt. to its B. third, whenever the Adversary's K. P. is 
not defended, as in this case ; and the Q. P» one step, sbosM 
the Adversary's K« P. be akeady guarded. 
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Black takes K. B. P. with K. B. check- 
ing; and then pushes Q. Kt. P. two 
squares. If, instead, he play Q. B. to 
K. third, Black, exchanging the Bishops, 
plays Q. to her Kt. third, attacking two 
Pawns ; and White retiring the Q. to 
her B. square, in defence of both Pawns, 
Black plays K. Kt. to adv. K. Kt. fourth, 
to be enabled to push opportunely K. B. 
P. two squares. 
Besides the two methods of defence pointed 

out. White has two other ways of playing, 

viz. : — 

1. K. Kt. to his B. third square. 

2. Q. B. to Adversary's K. Kt. fourth. 
Therefore, 



FIRST DEFENCE OF THE WHITE. * ^ 

W. K. Kt. to his B. third square. 

6. 
B. K. Kt. to adv. K. Kt. fourth. 

White can now advance Q. P. one step, or 
castle, alia Calabrista — ^Therefore, 

In the first place, 
W. Advances Q. P. one step. 
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7. 

B. K. p. takes it. 

W. K. Kt. retakes the P. 

8. 

B- Q* P' two squares. 

W. If he take the P. with K. P., Black takes 
K- B. P. with his Kt, certain of recover- 
ing the Piece, with a better situation. 
But if, instead, he retire the B. to K. 2d. 

9. 

B. Q. P. takes K. P. 

W. If he take the Kt. with his B., Black, re- 
taking the B. with his Q. B., will gain 
at least a Pawn. But if, instead, be take 
K. P. with Q. Kt, 

10- 

B- Takes the other Kt. with K. B.,-— evi- 
dently gaining a Piece. 

In the second place, 
W. Castles, alia Calabritta. 

7. 
B. K. B. P. two squares. 
W. If he play Q. B. to adv. K. Kt fiDurtb, 
Black plays Q. to K. sq. ; then White 
playing K. R. P. one step, Black plays 
Q. P. one step ; then should White take 
the Kt. with the P., or the B. P. with 
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his K. p. — in either case he mil have an 
inferior situation. 
If, instead, White take K. B. P. with K. 
P., Black pushes Q. P. two squares, 
having a very good opening. Aa y>='f''ck 

Finally, if he play K. Kt. to adv. K. Kt. 
fourth, 

8. 
B. Takes K. B. P. with the Kt. 
W. K. R. takes the Kt. as his best move. 

9. 
J8. K. B. takes the R., — ^giving check. 
W. K. takes the B. 

10. 
B. Takes the K. P. with his B. P.— discovering 

check. 
W. K. to his Kt. square, 

11. 
B. Q. P. two squares. 

W. If he play Q. to adv. K. R. fourth. Black 
checks with the Q. at her Kt. third. ^ 

* At this check of the Q. be could not retire to his R. square, 
because he would be mated by the Rook ; and should he cover 
wkli Q. B. at K* tiiird, Black would gain it, taking it with the 
Q., pbying afterwards Q. B. to K. B. Ibnrth. 
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If instead he retire the attacked B. fo Q. 
Kt. third, Black pushes E. R. P. on Ae 
Kt. — having a game won by its Datmt. 



SECOND DEFENCE OF THE WHITE. 

W. Q. B. to adv. K. Kt. fourth. 

6. 
B. Q. to her Kt. third. 

White can now play many ways— ThereforCi 



In the first pkwcy 
W. Q. Kt. to its R. fourth. 

7. 
B. K. B. takes K. B. P. — giving check. 
W. K. to his B square. 

8. 
B. Q. to her square. 
W. K. takes the B. as his best move. 

9. 
B. Pushes Q. Kt. P. two squares, recovering 
the Piece, preventing the Adveiwy 
from castling, and with a game better 
arranged for attack. 
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In the second pkuXi 
W, Retirai Q. B. to K. R. fourth. 

7. 
B. IteapB his K. Kt. to ady. K. Kt. fourth. 
If he take the Kt. with his Q. Black takes 
Q. Kt. P. with his Q. recovering the 
Piece with a Pbwn in advantage, but 
playing instead K. Kt. to its R. third. 

8. 

J9. Still takes the Q. Kt. P. 
W. If he phy Q. Kt. to its R. fourth. 

9. 
B. Checks with the B. at adv. Q. Kt. fourth, 
and White moving his K. Black retires 
his Q. to adv. Q. fourth, — ^having a very 
good game. 

In the third pkice, 
W. Takes the Kt. with the B. 

7. 
B, K. B. takes K. B. P.— checking. 
W, K. to his B. sq.— 4KB his best move. 

8. 
JB. K. Kt. P. takes the B. 
W. Q. to K. B. third. 

9. 
B. b not to take Q. Kt. P. with the Q. be- 
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cause White would make a drawD game 
by perpetual cbeck, but retire bis K. 
B. lo adv. K. R. fourth. 

W. K. Kt. P. oneslep. 
10. 

B. The attacked B. to its Kt. fourth. 

W. K. R. P. two squares. 
11. 

B. The attacked ti. to its R. thin] ; tlieu if 
White check with the Q. taking tie 
doubled Pawn, Black coTera with tbcB. 
at the Kt. second, and Mill gaiu a 
Piece, taking Q. KL P. with the (t. 

/n the fourth piace, 
W. Plays Q. to K. second, or B. third squai'e. 

7. 
B. Q. takes Q. Kt. P. also gaining a Piece. 

In the Ji/th and last pUice^ 
W, Plays Q. to her second square. 

7. 
B. K. B. takes K. B. P.— giving check. 
W. if he play K. to his B. aqmre, Bladi takinf 
K. Kt. with his K. B. has eTidestl; the 
adrantage ; but if he take the B, with 
tlieQ, 
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8. 
B. Q. takes Q. Kt. P. 

IT. If he retire tbe R., Black takes the Kt. ; thus 
gaining two Pawns. 
If, instead, be take the Kt. with the B., 
9. 
B. Is not to take the R., but theKt. — checking. 
W. If he play K. to bis second square. Black 
takesQ.B.P. — checking; then, eiichang- 
ing Queens, and afterwards taking the 
B., remains with the advantage of three 
I^wns; but if, instead, he play K. to his 
B. square, 

10. 
B. h not to take tbe B. nor the R., but, as bia 
best move, plays Q. P. two squares, to 
enable him to play afterwards Q. Kt. to 
Q. second, which would not fait to give 
hin a decided advantt^. 

§111. 

IT. K. Kt. u its B. thinl. 
5. 
a. K. Kt. to adT. K. Kt. fonrth. • 

* IiMtml (^pUyioi K. Kt., Bbck could also bring old Q. 
Kt toQ,B.diiid;b«GwiM.ifWliiteihwU pUj K, KL to 
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FIRST DEFENCE OF THE WHITE. 

W. Q. P. two squares. 

6. 

B. K. P. takes the Q. P. 

W. If he play the attacked Kt. to its R. fourth, 
Black checks with K. B. at adv. Q. Kt. 
fourth ; then White, as his best more, 
covering with the B., Black plays out his 
Q. to K. second, remaining constantly 
with the advantage of a Pawn. But if he 
take the doubled Pawn with K. Kt., 

7. 

B. Takes the K. B. P. with the Kt. f 

W. K. takes the Kt. 

adv. K. Kt fourtby Black might leave en prise the K. B. P., 
playiag Q.P. one step; thus occasioniDg the embairassment 
described in Chap. IV. of the Anonymous Modenese ; but, as 
it is better to castle at this stage of the game, we shall reserve 
it for the following chapter. 

t He codd also push Q. P. two squares, in imitatioii of 
§ II. of the present Opening, and of Chap. III. of the third 
Opening ; but here it seems better to take K. B. P. immedi- 
ately with the Kt., as a more expeditious move, as he can hefe 
play out Q. Kt to its B. third, which he could not do in the 
said S II., having already pushed Q. B. P. one step, and hav- 
ing here castled, which he has not done in the said Cbqi. IIT. 
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8. 
B. Q. to K. B. third— checking. 
W. K. to his third square, defending the Kt. 

9. 
B. Q. Kt. to its B. third. 
W. If he play Q. Kt. to adv. Q. Kt. fourth, 
Black attacks it with Q. R. P. 
U instead, he play Q. Kt. to K. second, 

10. 
B. Q. Kt. to K. fourth. 
W. The attacked fi. to Q. Kt. third. 

11. 

B. Checks with the Kt. at adv. K. Kt. fourth, 

having a game won in its nature. 



SECOND DEFENCE OF THE WHITE. 

W. Castles alia CakAristOt as his best move. 

6. 
B. K. B. P. two squares. 

The White can now play many ways ; viz. 

In the first placet 
W, K. P. takes the P. 
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7. 

B. KU fakes K. B. P. 

W. R. tdkes the Kt. 

8. 

B. K. B. takes the R.-^dieidkifig. 

W. K. takes the B. 

9. 

B. K« P. one step. 

W. If he take it with Q. Kt., Black pushes 
Q. P. two squares, add wUl recorer the 
Piece with advantage. But instead tf 
this, he can move the attacked Kt. to Q. 
fourth, or to K. square* 

Therefore, firstly — ^viz. 
W. The attacked Kt. to Q. fourth. 

10. 
B. Q. to K. B. third. 

W. If he now move the attacked Kt. to adv. 
Q. Kt. fourth, or to K. second, Blaii 
checks taking the P. with tiie Q., and 
White moving K. to bis 'Kt. square, 
Black repeats the check at Q. B. fourth, 
recovering the Piece as above. 
If. instead of retiring, he 'defend the 
Kt. with the other Kt. at adverse Kt. 
fourth, Black attacks the latter with Q- 
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R. P., and defending it rather at K. 
second. 

11. 
B. Attacks the first Kt with Q. B. P. 
W. Moves the attacked Kt. to Q. Kt. third, 
or adv. Q. Kt. fourth. 

12. 
fi. Q: takes the P.-^checking. 
IF. Retires the K. to his Kt. square. 

13. 
B* Q. p. two squares, to give check with the 
Queen at adv. K. B. second, and after- 
wards to play Q. B. to Adversary's K. 
Kt. fourth, having a very advantageous 
situation. 

Secondly — ^viz. 
W. Moves the attacked Kt. to K. square. 

10. 
B. Still brings out Q. to K. B. third, threat- 

ening a check at adv. Q. fourth. 
Wm If he move the menaced B., or defiend it 
with Q. P., Black takes K. B. P. with 
the Q., giving check, and will at least 
recover a more valuable Piece, with a 
better situation. But if he guard the B. 
with Q. at. K«. second, 

G 2 
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11. 

B. Q. checks at adv. Q. fourth. 
W. K. to his B. square. 

12. 
B. R. takes the P. — checking. 
W. Covers with tlie Kt. at his B. third. 

13. 
B. Pushes Q. P. two squares, threatening to 
check with the R., taking the Kt., and 
then with the B. at adv. K. R. third. 

In the second place ^ 
W. Plays K. R. P. one step, or retires the B. 
to K. second. 

7. 
B. Kt. takes K. B. P. 
W. R. takes the Kt. 

8. 

• 

B. B. takes the R.'— checking. 
W. K. takes the B. 

9. 
B. K. B. P. takes K. P. 
W. Q. Kt. takes the P. 

10. 
B. Q. checks at AdTersai7's K. R. fourA ; as » 
taught by Beneventano. in SaJvio, Chip> 
I. of Book III. after the Gambits: tbitf 
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gaiDiDg a p. and a Piece ; since if White 
defend the Kt. with K. at his third, 
Black repeats the check with the Q. at 
Adversary's B. fourth, and then pushes 
Q. P. two squares. 

In the third place^ 
Plays Q. to K. second. 

■ ■ . 7. ■ 
Q. P. one step. 
K. R. P. one step. 

8. 
Q. Kt. to its B. third. 

If he take the B. P. with K. P., Black 
retakes the P. with Q. B., and White 
taking the Kt. with R. P., Black retakes 
it with the B., having a great advantage 
in the attack, which must succeed. 
But if he first take the Kt with R. P., 

9. 
K. B. P. takes the P. 

[f he retire back the attacked Kt., Black 
plays Q. to adv. K. R. fourth, making 
an irreparable attack. And if, instead, 
he play the Kt. to adv. K. Kt. fourth, 

10. 
Plays Q. Kt. to adv. Q. fourth, attacking 
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the adv. Q.; then taking theKt. with the 
Q., has a game won in its nature. 

In the fourth plaee^ 
W. Plays Q. P. one step. 

7. 
B. The same. 

W. If he play Q. B. to adv. K. Kt fourll; 
Black retires the Q. to K. square, and 
White now pushing K. R. P. one stqi, 
Black plays Q. to K. R. fourth ; tboi 
if White take the Kt. with the P. he will 
do very wrong. 
But if, instead of the B,, he play the Kt. to 
Adversary's Kt. fourth, 

8. 
B. Plays K. B. P. one step, having a better 
position ; since if White should check 
with the Kt. at adv. B. second. Black 
takes it with the R., and then pla}'s Q. 
to adverse K. R. fourth. 
W. And if, instead of checking, he retire the 
Kt. to K. R. third, 

9. 
B. Still plays Q. to adverse K. R. fourth, 
W. Q. to K. B. third, to prevent K, B- P- from 
^vaucing further. 
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10. 
B. Kt takes K. R P., tfarealeiiiiig tbe adv. Q. 
with Q. B. at adverse K. Kt. fourth. 

In the fifth and but place, 
W. Q. P. two squares, as tbe best move. 

7. 
B. Is not to take K. P. with the B. P., because 
White would bring his K. Kt. to adv. 
K. Kt. fourth, aonoyingthe Black ; but 
takes Q. P. with K. P. 
W. K. Kt. retakes the P. 

8. ,, 

B. As his best move, pushes Q. P. two squares, 

for 
W. If he take K. B. P. with the Kt., Black takes 
the Kt. with Q. B., then plays Q. to adv. 
K.R. fourth. 
If he retire the attacked B., Black gains 

the K. P., taking it with Q. P. 
If he take the said Q. P. with either the 
Kt or B., Black pushing Q. B. P. one 
step, gains a Piece. 
And, finally, if he take Q. P. with K. P., 
Black can take K. R. P. with the Kt., 
then check with the Q. at adv. K. R. 
fourth, recovering the Kt,, with a game 
certainly not inferior. 
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CHAPTER 11. 



The Black at the fourth move of the Piano Game Coitliag. 
King to RooVt tquare and Rook to King^t «f Mrr. 

1. 

£. K. P. two squares. 

W. The same. 

2. 

B. K. Kt. to B. third. 

W. Q. Kt. to B. third. 

3. 

jB. K. B. to Q. B, fourth. * 

W. The same. 

4. 

jB. Castles — ^K. to his R. sq. and R. to K. sq. 

W. If he take K. B. P. with K. B., Black pbp 
K. R. to its B. square, and then Q. P* 
two squares ; having a game won in i^ 
nature, by the irreparable attack wbidi 
must follow on the Adversary's K. B.P-« 
as is accurately demonstrated by th€ 
Anonymous Modenese in Chap. I. 
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But instead of that. White at his fourth 
move can play in one* of the three way^ 
already pointed out in the preceding 
chapter, viz. 

1. K. R. P. one step. 

2. Q. P. one step. 

3. K. Kt. to its B. third, — and therefore 

§1. 

W. K. R. P. one step.* 

5. 
B. Q. B. P. one step.. 



FIRST DEFENCE OF THE WHITE. 

W. K. Kt. to its B. third. 

6. 
B. Q. P. two squares. 
W. K. P. takes it. t 

* Geoenlly an indifferent more, as was noted in the pre- 
ceding chapter § I. : he ought instead to push Q. P. one step, 
according to the rule hud down in § II. 

t And thb is his best move ; because if he retire the B», 
Bhck takes K, P. with his K. Kt.^ annoying the White con- 
iidemblji 
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7. 

B. Q. 6. P. retakes the P. 
W. K. B. to adv. Q. Kt. foartb. 

8. 
B. K. P. one step. 
W. B. takes the R. 

9. 
B. P. takes the Rt. 
TF. The attacked B. to Q. R. fourth. 

10. 
B. Q. P. one step. 
W. The attacked Kt. to adv. Q. Kt. fourth. 

11. 
B. Doubled P. takes K. Kt. P. 
W. R. to its Kt. square. 

12. 
B. Q. B. takes K. R. P. 
W. Q. to K. B. third. 

13. 
jB. Q. B. to adv. K. Kt. fourth. 
W. Q. takes the doubled P. 

14. 

B. Q. checks, and then cheek-imta at adr 
K. second square. 
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SECOND DEFENCE OF THE WHITE. 

W. Q. P. one step. 

6. 
B. Q. P. two squares. 
VF. P. takes the P. as his best move. 

7. 
B. Q. B. P. retakes the P. 
W. K. B. to adv, Q. Kt. fourth. 

8. 
B. K. R. to K. B. square, threatening to attack 
the Kt. with Q. P., having in view a 
check with theQ. at her R. fourth. 
W. If he play Q. B. to Q. second, Black plays 
Q. to her Kt. third ; then, should White 
defend K. B. P., Black attacks the Kt. 
and gains the Bishop. 
And if, instead of the B., he play Q. to 
her second, 

9. 
B. Advances Q. P. one step. 
W. The attacked Kt. to its R. fourth. 

10. 
B. Retires the K. B. to Q. third, afterwards 
gaining a piece. # 

■ * And if White, instead of playing the Kt. to its R. fourth, 
should play it to K. fourth^ Black takes it with the Kt. and 
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W. Q. P. one step. 

5. 
jB. Q. B. p. one step. 

W. If be play Q. B. to adv. K. Kt. fbortfa, 
Black brings out Q. to her Kt. third, an- 
noying the White by playing the movei 
in the preceding chap, at § 11. Second 
Defence. 
He therefore plays K. Kt. to its B. third. 

6. 
B. K. Kt. to adv. K. Kt. fourth. 
W. If he advance Q. P. one step, Black takes it 
with K. P., and White retaking the P. 
^vith K. Kt., Black pushes Q. P. two 
squares; but castling, alia CaUArista^ 
as his best move. 

7. 
B. Pushes K. B. P. two squares. 
W. If he take it with K. P., Black pushing Q. 
P. two steps, has a very good game. 
And if he play K. Kt. to adv. K. Kt 
fourth, 

then pushes K. B. P. two squares, havbg a game won in its 
nature, principally by the great force of the two Pawn* in 
the centre* 
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9. 

B. Plays K. R. to its B. square ; \\\wi if Wliite 
check with the Kt. at adv. K; B. second, 
Black takes it with K. R., and then 
plays Q. to adv. K. R. fourth, ruinins^ 
his Adversary, 

§ HI, 

W. K. Kt. to its B, third. 

5. 
B. K. Kt. to adv. K. Kt. fourth. « 
W. Castles, alia CalabristOj as his best move, f 

6. 
B. K. P. B. two squares. 

The White can now play in one of the five 
different ways, pointed out in § III. of 
the preceding chapter; and therefore 

In the first place^ 
IV. K. P. takes the P. 

* Or Q. Kt. to iU B. third ; as will be noted farther ou 
in Um notice to the Black on this fifth move. 

t For if he should play Q. P. two squares^ Black would 
take it with K. P. making the attack shewn in the preceding 
Chapter, at the beginning of § III. 
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7. 

B. K. P. one step. 
W. K.Kt. to K. square, « 

8. 
B. Q. to adv. K. R. fourth. 
W. K. R. P. one step. 

9. 
B. Kt. takes K. B. P. 

W. If he take the Kt. with the R., Black faking 
it with the Q., wins the game in a few 
moves. Therefore he moves Q. to K. 
second. 

10. 
B. Kt. takes K. R. P. — giving double check, 
and winning the game. 

In the second place^ 
W. Plays K. R. P. one step, or retires the B. to 
to K. second. 

7. 
B. Kt. takes K. B. P. making the same moves 



* The error of the White is in this move : he ought to phy 
the said Kt. to adv. Kt. fourth, not caring if Black shoold 
take it with his Q.» having in view to push Q. P» two sqnaica^ 
by which he would recover the Piece. 
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as in § III. already quoted, Second De« 
Ibice — In the second place. * 



In the third place^ 
W. Plays Q. to K. second. 

7. 
B. Q. P. one step, the same moves taking 
place as in the said § III. In the third 
place, t 

In the fourth place, 
W. Q. P. two squares. % 

* Ohsciriog only not to check with the Q. at adv. K. R. 
fMirtby at the tenth move; the Rook not being at the Bishop'» 
•qnare ; but to play Q. P. two squares. 

f With this notice only^ on the ninth move, the White 
playing the Kt. to adv. Kt. foufth. Black could not imme- 
diately play Q. Kt. to adv. Q. Kt. fourth^.from the danger 
of the check of the Kt. at adv. B. second, but should first 
play the R. to B. square ; then, if White should check with 
the Kt., Bhck takes it with the R. to bring out Q. to adv. K. 
B.fiNVth; and if White leave the Kt there, to prevent the Q. 
lajrinf that move, Bhck pushes opportunely K, R. P. one 
step, having a very advantageous game. 

I This move of the White would be the best, if Black had 
castled with his R. to his B. square ; but it being at the K. 
sqnafe, Unit best move in this case would be Q. P. one step ; 
as will be seen in the subsequent Defence. 
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7. 

B. K. P. takes the P., and White, retaking it 
iivith the Kt., Black plaj's Q to adv. K. 
R. fourth, having a very.strong attack. 

In the fifth and last placcy 

W. Q. P. one square. 

7. 

B. If he do not advance the B. P one step, 
M'hich is a good move, enclosing the adv. 
B. and preventing the Kt. from playing 
to adv. Kt. fourth, he plays Q. B. P. 
one step. 

TV. If he play Q. B. to adv. K. Kt. fourth, 
Black plays Q. to her Kt. third, not car- 
ing if White play Q. Kt. to its R. fourth, 
since Black can freely take K. B. P. with 
the Kt. ; but if instead of the B. he play 
K. Kt. to adv. K. Kt. fourth, 

8. 

B. Plays the R. to its B. square. 

W. Checks >vith the Kt. at adv. K. B. second. 

9. 

B. Takes the adv. Kt. ; and White taking the 
R. ivith K. B., Black plays Q. to adv. 
K. R. fourth. 
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NOTICE - 

I 

Infanemr of the Black on his fifth move. 

The Black not wishing to try the force ex- 
plained in the preceding paragraph, by bringing 
out K. Kt. to adv. K. Kt fourth, can play 
instead Q. Kt. to her B. third, according to 
Chap. IV. of the Anonymous Modenese, indi- 
cated before at the beginning of§III. inthe 
following manner, viz. 

5. 
B. Q. Kt. to its B. third. 



FIRST DEFENCE OF THE WHITE. 

W. Castles, K. to his Kt. and R.to K. square. 

6. 
B. Q. P. one step. 
W. K. Kt. to adv. K. Kt. fourth. 

7. 
B. K. R. to its B. square. « 

* Hbck cao only defend K. B. P. with the It, it being 
■ttsctod by two fNecea ; Bhick's game in the said Chap. IV. 
u WOK inndious, the R. being at the B. sqnarey he can de- 
faid the P. with K. at hb Kt. square. 
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W. If he take K. B. P. with K. B., Black takes 
K. B. P. with the K. B.— cfaeddng, 
and then plays K. Kt. to adv. K. Kt. 
fourth ; and if he take the said P. with 
K. Kt.,— checking, 

8. 
B. R. takes the Kt. 
W. K. B. takes the R. 

9. 
Ji. Q. to K. B. squai'e. 
W. The attacked B. to Q. B. fourth. 

10. 
B. K. B. takes K. B. P.— checking. 
W. K. takes the B. 

11. 
B. K. Kt. to adv. K. Kt. fourth, giving double 

check. 
W. K. to his Kt. square. 

12. 
B. Q. to adv. K. B. second— checking. 
W. K. to hisR. square. 

13. 
B. Q. to adv. K. R. fourth, winning the game. 
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SECOND DEFENCE OF THE WHITE. 

W. Instead of castling, he plays K. Kt. to adv. 
K. Kt. fourth. 

6. 
B. K. R. to its B. square. 
W. If he take K. B. P. with K. B., Black 
pushesK. R. P. one step ; # And if he 
take the P. with the Kt. — checking, f 

7. 
B. K. R. takes the Kt. 
TV. K. B. takes the R. 

8. 
B. Q. to K. B. square. 

White can now play ia two ways : 

In the /irst place, 
W. Retires the B. to adv. K. R. fourth. 

* There is a difference in the preceding Defence of the 
Bhck, io which is noted» that should White take K. B. P. 
with the B., Black should have taken K. B. P. with his B., 
because there he had already pushed Q. P. one step» open- 
ing the Q. B. ; which b not the case here. 

f White in this and the preceding Defence^ cannot reap 
uqr advantage by taking K. B. P. ; therefore moving K. Kt. 
to adv. K. Kt. fourth, if not wrong, is certainly useless, as he 
cannot sustain it there finally. 
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9. 

B. K. B. takes K. B. p.— checking. if 

W. K. to his B. sqaare, being his best move. |f 

10. 
B. K. Kt. takes the B. 
W. Q. takes the Kt. 

11. 

B. Q.Kt. to adv. Q. fourth. 

W. Q. Kt. to Q. square. 

12. 

B. K. B. to adv. R. fourth, discovering check. 
W. K. to his Kt. square. 

13. 
B, Q. P. one step, and if White play K. Kt. 

P. one step, Black plays Q. B. to adv. 

K. R. third. 

■ 

In the second placet 
W. The attacked B. to Q. B. fourth. 

9. 

B. K. B. takes K. B. P.— checking. 

W. If he take the B. with the K., he wiH be 

mated in four moves at most. Black 

taking K. P. ivith the Kt., giving double 

check ; <^ but playing K. to hisB. square, 

* It would, in like maoDer, be Check-mate, wappo&mg 
White had retired hit B. any where ebei notwilhfludivg 
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10. 

Q. P. two Bqoares. 

If he retire K. B. to K. second, Black 
takes K. P. with Q. P., having a game 
won by its nature ; And if he take the P. 
with K. P., 

11. 

Plays Q. B. to adv. K. Kt. fourth. 

K. B. to K. second. 

12. 

(). Kt. to adr. Q. fourth. 

If he take the B. with the B., Black takes 

the B. with the Kt., and White taking 

the Kt with the Q., Black plays the B. 

to adv. K. R. fourth, discovering check, 

and winning the game. If he play Q. 

P. one step, Black takes the B. with the 

Kt., and White taking the Kt. with his 

Kt., Black, by playing K. Kt. to its R. 

fourth, gets the game. If he play K. R. 

P. one step. Black takes the B. with the 

B. giving check, and White taking it 

with the Kt., Black leaps K. Kt. to adv. 

K. fourth, still gaining the victory. 

Finally, — ^if, instead of either of these, he 

should play K. B. to its third square^ 

had his Q. B. still coYered, since it would not be ne* 
' ; or he might open it opportunely, if it were. 
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.13. 

B. Takes the said B. with Q. Kt. 
W. Retakes the Q. Kt. with the P. 

14. 
B. K. Kt. to adv. K. fourth. 
W. If he take the B. with the P., Black retires 
K. B. to adv. K. R. fourth, discovering 
check, 'and will win. And if he take 
the Kt. with thcKt., 

16. 
B. Takes the P. with the B., shutting .up the Q. 
W. Q. takes the said B. 

16. 
B. Q. takes the Q. 
W. Takes the other B. with the Kt. 

17. 

B. R. to K. B. square ; giving forced mate, io 
five moves. 
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CHAP. III. 



aj 



The Black at the fourth move of the Piano game castling, 
K. to his Kt. square and R. to K. square. 

1. 

JB. K. P. two squares. 
W. The same. 

2. 
B. K. Kt. to B. third. 
W. Q. Kt. to B. third. 

3. 
B. K. B. to Q. B. fourth. 
W. The same. 

4. 
B. Castles, K. to his Kt. sq. and R. to K. sq. ^ 

* The method of castling io the present chapter is not so 
abundant in subtilty and arti6ce, as in the two preceding ; 
wbicfay in my opinion, proceeds from its not being so fiiily 
offensive^ in consequence of not being able to use K; B. P., 
while the Adversary's K; B. is at Q. B. fourth ; whereas, the 
other methods allow the K. B. P. the liberty of moving offen- 
sively immediately, the K. bemg at hu R« square: from which 
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W. K. Kt. to its B, third. » 

5. 
B. Q. B. P. one step. 



FIRST DEFENCE OF THE WHITE. 

W. K. Kt. to adv. K. KU fourth. 

6. 
B, Q. P. two squares. 
W. K. P. takes Q. P. 

7. 
B. K. B. takes K. B. P.— checking. 
W: If he move the K: to B. square. Black plajfi 
Q: B. to adv. K. Kt. fourth. ; And if be 
take the B. with the K:, 

we deduce, that castling, alia Calahrista, is defensive obIj, 
and therefore of little consequenee to him who has the first 
move. 

* If, instead of this and the following defence. White thoiiUi 
push K: R. P. or Q: P; one step. Black plays Q. B. P. one 
step ; and for the followiiig moves may draw tuficiMt fight 
from the preceding chapter. 

t He would have done wrong, if, instead of takingK. B 9^ 
he had taken the adv: P. with his B; P., sinee White tridng it 
with Q. Kt and Black taking the Kt. with tiie Kt, WUN 
would have played out his Q< to adv. K: R. fmnfli, anaoyiag 
the Biaek very mnch. 
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8: 
B. K. Kt. checks at adv. K. Kt. fourth. 
W. K. to his Kt. square. 

9. 
B: Q. takes K. Kt. 

W. Q. P. one step ; making in the end an equal 
game ; White also pushing K. R. P. one 
step. 



SECOND DEFENCE OF THE WHITE. 

W. K. Kt. takes the K. P., having in view to 
push Q. P. two squares. 

6. 

B. Is not now to take the Kt., but check with 
the B., taking K. B. P. 

W. K. takes the B. 

7. 

B. K. R. takes the Kt. 

W. K. R. to K. square. 

8. 

B. Q. P. two squares. 

Vr, If he push Q. P. two squares^ Black wins 
the IL P.» taking it with the £t.— If he 
retire the attached fi., Black advances 
Q. P. one step on the Kt, llien tak«i K; 
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P. with the Kt.— And if he take the P. 
with the P., 

9, 
B.. K. Kt. checks at adv. K. Kt. fourth, having 
in view to bring out Q. to adv. K. R. 
fourth, with a game won by its nature. 



THIRD DEFENCE OF THE WHITE. 

W. Castles also with K. to his Kt. square, and 

R. to K. square. 

6. 
B. Q. P. two squares. 
W. K. P. takes the P. * 

7. 
B. K. P. one step. 
W. If he push Q. P. two steps ; Black as his best 

move, plays the B. to adv. Q. K. fourth, 

and will gain a pawn by force, and have 

a better game. 

* Here the White, to avoid the moves which embarrass him, 
ought rather to retire the attacked Bishop to Q. Kt. third, 
and doing so, if Black should take K. P. with Q. P.» WUle 
takes it with the Kt. ; and should Black not take, but path the 
P. on the Kt, White retires the Kt. to its square, this being 
necessary ; for should he move it to its R. fourth, be wouU 
lose it by force in three moves. 
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And if, instead, he move the attacked Kt. 
to adv. Kt. fourth, 

B. Plays Q. B. to adv. K. Kt. fourth. * 

W. Takes K. B, P. with his Kt. 

9. 

B. Is not to take the adv. Q. with his B., but 
play Q. to her Kt. third, and will have a 
better game than his Adversary. 



NOTICE 

To the Black on his seventh move. 

Here the Black should know, that he ought 
not to abandon the above game, by playing at 
his seventh move King's Knight to Adversary's 
King's Knight's fourth square, attempting the 
Jisorder in Salvio, Chap. XXXI. of the IVth 
Book, which, although it may be allowed some 
merit, is not proposed to the Black, because it 

* Bkcky at the eighth move, instead of plajing Q. B., 
>iight lather to have taken K. B. P. with the B.— <:hecking ; 
)ot be codd not yet equally well take the adv. P. with his 
B. P., as before noted. 
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admits of a great limitation : it is, that the Au- 
thor says ^^ Black playing King's Knight to Ad- 
versary's K. Kt. fourth square, White is farced 
to play his Rook either to K. B. square or to 
K. second^ or to push Q. P. two squares; aO 
of which moves are pernidous to him :" whereas 
the fact is, he tan play Q. Kt. to K. fourth, at- 
tacking th^ Adversary's Bishop, and defending 
his own K. B. P. ; having thus a very fine game, 
with the loss to the Black of at least a Pawn, if 
White play rightly. 
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INSTRUCTIONS TO THE BLACK, 
ON HIS PROPER DEFENCE, 

THB ADVERSARY HAVING THE MOVE. 



CHAPTER I. 

The White castling at his fourth move of the Piano 
Game ; King to his Rook^s sfuare, and Rook to Bishop^s 

sfuare. 

1. 

W. K. P. two squares- 
B. The same. 

2. 
W. K. Kt. to B. third. 
B. Q- Kt. to B. third. 

3. 
W. K. B. to Q. B. foarth. 
B. The same. 

4. 
W, Castles K. to his R. sq., and R. to B. sq. 
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B. K. Kt. to its B. third. 

5. 
W. If he play Q. B. P. one step, Black takes 
K. P. with the K. Kt., aod can, if he 
please, preserve the advantage of the 
Pawn, or can take the K. B. P, with the 
said Kt. the following move, exchanging 
two minor Pieces for a Rook and two 
Pawns, which is an equal contract. 
But, instead of playing the said P., he can 
also move as follows, viz. : — 

1. Q. P. one step. 

2. K. Kt. to adv. K. Kt. fourth. 
And therefore. 



§1. 



5. 

W. Q. P. one step. 

B. Is not to play K. Kt. to adv. K. Kt. fourth, 
because White would take K. B. P. with 
K. B. — checking ; having in view another 
check with K. Kt. at adv. K. Kt. fourth, 
but pushes K. R. P. one step. 4f 

* Thb b a precautionary movey under the given circam- 
stances; and not, as formerly, reprehensible, where White 
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6. 

If he play Q. B. P. one step, Black insures 
the K. P., castling K. to his Kt. square, 
and R. to K. square. But if he play K. 
Kt. to its R. fourth, 

Is not to take K. P. with the K. Kt., although 
he open theQ. on the Adversary's Kt.;* 
but rather play Q. P. one step, in order 
that the adv. Kt. do not pass to adv. B. 
fourth. 

7. 

If he play Q. B. to K. third, or push K. B. 
P. two squares, or move K. R. P. one 
step, 

Leaps his K. Kt. to adv. K. Kt. fourth, open- 
ing the Q. on adv. Kt., by which he will 
gain the attack on the White, with a 
better game. 

ft 

layed it at his fourth move^ in the £rst two preceding 
erSy as is there demonstrated. 

or this reason, because White, before he takes the said 
ith Q. P., would check with K. B., having in view the 
luent check with Q. at adv. K. R. ibnrtb, by which he 
afterwards opportunely take the Knight with the 
1*8 Pawn. 
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§11. 

6. 

W. K. Kt. to adv. K. Kt. fourth. 
B. Cashes, alia Culabri9ta. 

6. 
TF« If he play Q. P. one step, Bl«ek cao play Q. 
Kt. to her R. fourth, to exchange it with 
K.B. 
If, instead, he play Q. B. P. one step, Black 
plays K. R. P. one 8te{>, attacking tlie Kt 
and then takes K. P. with tbeKt. 
And playing K.B. P. two squares, 
B. Plays Q. P. two squares^ 

7. 
fF« If he take K. P. with the B. P., Black leaps 
his K. Kt. to adv. K. Kt« fourth, and wouWi 
gain a Piece, or win a R. for a Kt. 
If he move K. B. to adv. Q. Kt. fourth. 
Black plays his Q. Kt. to adv. Q. fourth. 
And if he take Q. P. with K. P., ^ 
h not now to take the P. with K.Kt, to 
avoid the moves described at the end of 
Chap, r ; but first play Q. B* to adv. K. 
Kt. 4th, which will make it an equalgwie- 
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CHAPTER II. 



Tke While, caitling at the fourth tnoTt of the Piano 
Game ; King to hit Rook'i tquare, and Rook ta Kinp'i 
efnare. 

1. 

W. K. P. two squares. 
B. The same. 

2. 
W. K. Kt. to B. third. 
B. Q. Kt. to B. third. 

3. 
W. K. B. to Q. B. fonrtli. 
B. The same. 

4. 
W. Castles, K. to R. sq., and R. to K. square. 
B. IsDOt totakeK.B.P.,becauaeit isawroiij,' 
move; ss will be seen in its proper place : 
but play Q. P. one step. 

5. 
W. If he do the same, or play Q. Kt. to its B 
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third, Black plays Q. Kt. to its R. fourth, 
to exchange it for adv. K. B. 

And if he play Q. B. P. one step, 
B. Plays out K. Kt. to its B. third. 

White can now play, — 

1. K.Kt. to adv. K.Kt. fourth. 

2. Q. P. two squares. 
Therefore, 



§'• 



6. 
W. K. Kt. to adv. K. Kt. fourth. 
B. The same. 

7. 
W. If he take K. B. P. with the Kt., Black plays 
Q. to adv. K. R. fourth, — ^winning the 
g^me. 
If he take the said P. with the B., Black 
playing K. to his B. sq., gains a Piece : 
Bat, as his best move, retires K. Kt. to its 
R. third. 
B. Q. to adv. K. R. fourth. 

8. 
W. If he play K. R. to K. second, he confines 
his own Q. 
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If be play Q. to K. B. third, Black castles, 

K. to his R. square, and R. to its B. 

square ; then if White play Q. to K. Kt. 

third, Black takes K. B. P. with theKt.— 

giving check. 
Finally, if, as his best, he play R. to K. B. 

square, 
B. Is not to take, with any Piece ; because 

White, moving the Q. to K. B. third, 

would do him some damage ; but . to 

castle, K. to his R. square, and R. to B. 

square, — having an open and secure 

game. 



6. 
W. Q. P. two squares. 
B. Retires the B. to Q. Kt. third. 

7. 
W. If he take K. P. with Q. P., Black moves 
the Kt. to adv. Kt. fourth. * 

• And White here pUying the R. to B. sqoaie, BUck is 
Mi to take K. B. P. with the Kt., nor is be to cutlc with K. 

i2 
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If he advance Q. P. one step, Bhdi wUres 

the Kt. to its own square. 
If he play Q. B. to adv. K. Kt. fenrth, Bhck 

plays Q. to K. second. 
Finally, if he play K. Kt. to adv. K. Kt. 

fonrtb, 

J9. Castles, alia Calabrista. ^ 

8. 

W. K. B. P. two squares. 

B. As his best move, takes Q. P. with K. P., 
and will remain one Pawn superior. 

9. 

W. If he advance K. B. P. one step. Black plays 
K. R. P. one step, to take K. P. with the 
Kt. ; then White taking the Kt. with the 
R., Black advances Q. P. another step, — 
recovering the Piece, with two Pawns in 
advantage. 

to R. square, and R. to B. square ; because, in the first case, 
be would subject himself to the attack in Chap. II. § III., 
Bladk haTing the more, in the Notice ; and, in the teooad 
case, White wonM nove K. Kt. to adv. K. Kt. fourth, and 
then Q. to adv. K. R'. fourth, endangering Black very much. 
But Black should take the doubled P. with Q. Kt. 

* It is necessary to castle immediately; as White has 
moved Q. P., which had not been moved in the above 

game. 
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But if, inatead of K. B. P., he advance K. P. 
one step on the Kt., 
B. Q. P. bkes the said PHirn. 

10. 
W. K.B. P. takes the P. 
B. The attacked Kt. to adv. K. Kt. fourth,— 
gaining another Pawn. 
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CHAPTER lU. 

The White, eaetling at hie famrtk mawe of the Pkm 
Game; Kmg to hie Knight's efuare, ami Rook U 
King's square. 

1. 

W. K. P. two squares. 

B. The same. 

o 

Am. 

W. K. Kt. to B. third. 
B. Q. Kt. to B. third. 

3. 
W. K. B. to Q. B. fourth. 
B. The same. 

4. 
W. Castles, K. to his Kt. square, and R. to 

K. square. 
B. Q.P. one step. 

5. 

JY- Q* ^' P« <)Qc <iteP' 

B. K. Kt. to its B. third. 
White can now play :— - 
1. Q. p. one step. 
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2. The same P. two squares. 
And, therefore, 



§1. 



6. 
W. Q. P. one step. 

S- Is not to play Q. B. to adv. K. Kt. fourth, 
because of the move of adv. Q. to herKt. 
third, already noticed; but is rather to 
play K. Kt. to adv. K. Kt. fourth. 
Here the White can either advance Q. P. an- 
other step, or play R. to K. second, or to 
B. square. 

Therefore, firstly, viz. 
7. 
IF. Advances Q. P. one step to Q. fourth sq. 
B. K. P. takes the Q. P. 

8. 
W. If be play Q. 6. to adv. K. Kt. fourth. Black 
may leave hisQ. en prise, wad freely take 
K.B.P. with the Kt. 
And if he take the P. with Q. B. P., 
B. Retakes the P. with Q. Kt. ; then, if White 
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afterwards take the Q. Kt. with K. Kt., 
Black moves Q. to adr. K. R. fanrtfi;— 
having a game won by its nature. 

Secondly, viz. 

7. 

W. Plays R. to K. second, or to B. square; 

which would be the better move. 
B. Casdes, K. to his R., and R. to B. square. 

8. 
W. K. Kt. to adv. K. Kt. fourth. 
B. K. B. P. two squares. 

9. 
W. If he check with the K. Kt., Black fakes it 
with the R., and then plays Q. to adv. 
K. R fourth square. 
And should he not check, but play K.R.P. 
one step. Black is not to move the Kt, 
but advance K. B. P. another st^. 



6. 
W. Q. P. two squares. 
B. f» not to take it with K* P. > because White, 
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retaking with Q. B.P., would have a very 
good game ; bat retire the attacked B. to 
Q. Kt third. 

7. 
W. If he advance Q. P. anodier step, Black, as 
his best, retiring the Kt. to its square, 
remains with a gome equally secure. 
And if he take K. P. with Q. P., 
B. Plays K. Kt. to adv. K. Kt. fourth. « 

8. 
W. If he defend K.JB. P. with R. at 6. square, 
or at K. second. Black takes the doubled 
P. with Q. Kt. 
If he play Q. B. to K. third, Black takes it 
with K. B. ; and White, as his best, re- 
taking it with K.B.P., Black takes the 
doubled Pawn as before. 
Finally, if he play Q. B. to adv. K. Kt. 4th, 
B. K. B. takes K. B. P.-«-checking. 

9. 
W. Retires the K. to his R. square, or to his B. 

square. 
B. Takes the R. with K. B. 



* And this u his best moTe; because if he tike the P. 
with Q. P.y White could ezchuige Queens, and BhdE would 
thus lose the advantage of castling, or the K. B. P. 
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10. 

W. If he take the Q., Black checks with the 
Kt. ; — recovering the Q., with some ad- 
vantage in the exchanges. 
And should he not take the Q., bat rather 
the K. B. with the Q., 

jB. Retires Q. to her second ; — remaining still 
with the advantage of a Rook for a BisIh^ 
and a better position. 



THE PIANO GAME. 139 



SECOND OPENING 



OP THB 



PIANO GAME, 



IN WHICB 

THE BLACK, AT HIS FOURTH MOVE, PLAYS QUBRKTS 
BISHOPS PAWN ONB STEP, 

WITH 

A FINAL INSTRUCnON TO THE BLACK, 

ON HIS PROPER DEFENCE, 

THB MOVE BEING WITH THE ADVERSARY. 

WHO AT HIS FOURTH MOVE, ALSO PLAYS QUBEN^S 

BISHOPS PAWN ONE STEP, 

LIKBWISB 

QUEEN'S PAWN, ONE OR TWO SQUARES. 



In this second Opening of the Piano Game, 
it is proposed, at the fourth move, to push the 
Qaeen's Bishop's Pawn one step : a move, which 
of itself, produces three good effects ; first, it 
prevents, in the course of the game, the advance 
of the adverse Queen's Knight : second, it opens 
another passage to his own Queen: third, it 
enables him to push, with security, either the 
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Queen's Pawn or Queen's Knigbf s Pawn two 
squares. Moreover this move doet not at all 
hinder tlie successive castling, in imitatioo of 
the preceding Opening. 



In the Instruction to the Black, the AdverBSiy 
having the move, I shall suppose, that he not 
only plays the said Queen^s Biahop^s Pmm one 
step, but also tlmt of the Qaeen one, or two 
squares; therefore, that a move, certainly of litde 
importance, but however of easy contingenqr, 
may not elude the enquiry of the student, it is 
not to be omitted in the practical demonstratioiis 
of the Piano Game. 
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CHAPTER I. 



Tke White, amwaimg the fnrtk mnt of the BUuk, hf 
jflt^ag JKmg'e Km^kt to tie BiAop't 



1. 



B. K. P. two squares. 
JV. The same. 



2. 
B. K. Kt. to B. third. 
JV. Q. Kt. to B. third. 

3. 
B. K. B. to Q. B. fourth. 
W. The same. 

.4. 
B. Q. B. P. one step. 
fF. K.Kt.to its B. third. 

Blade can here play Q. P. two squares, 
or one square only,— and therefore, 



§1. 



5. 



B. Q. P> two squares. 
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FIRST DEFENCE OF THE WHITE. 

W. Retires K. B. to Q. third. « 

6. 

B. Q. P. takes the K. P. 

White can now retake the doubled Pkwa 
either with the Kt. or B. — So that 

In the first placcj 
W. Retakes the P. with Q. Kt. 

7. 
B. Takes the Kt. with the Kt. 
W. Retakes the Kt. with the 6. 

8. 
B. K. B. P. two steps, and will gain a Piece — for 
W. If he take K. P. with the Kt., having in view 
to check with the Q. at adv. K. R. fourth, 
Black prevents him, by playing Q. to adv. 
R. fourth, threatening to check-mate turn, 
or take the B. 
And if he retire K. B. to Q. third, 

9. 
B. K. P. one step. 

* Generally a bad morCf because it prerents die Q. P* 
being played, and also confines Q. B. 
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W. Q. to K. second.* 

10. 
S. Castles, K. to his R. square, and R. to B. 
square ; and will gain the Piece. 

In the second phwe, 
W. Takes the doubled P. with the B. 

7. 
B. K. Kt. to adv. K. Kt. fourth. 
W. Castles, alia Calabristaj as his best move. 

8. 
B. K. B. P. two squares. 
W. If he retire the B., Black playing K.P. one 
step, gains a Piece, and if instead he push 
K. R« P. one step. Black can, equally 
well, take K. B. P. with the Kt., or retire 
the Kt. to K. B. third. 



SECOND DEFENCE OF THE WHITE. 



W. Retires K. B. to Q. Kt. third. 



* If, instetd of pUjriug Uie Q., be bring K. Kt to adv. K. 
fonrtfay bsfing in Tiew Uie cbeck with Q. at adv. K, R, fonrtb. 
Black, to secore tbe acquisition of a Piece, pla jt Q. to K, B. 
tUid. 
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6. 

B. Q. P. takes K. P. 

Here the White can play in three wrngB, 

In the first place, 
W. Kt. takesK.P. 

7. 
B. Q. to adv. Q. fourth, menacing check-mate. 
W, If he prevent the mate he loees the Kt. 
If he take K. B. P. with the B., Black plays 
K. to his second square, and will gain the 
Kt. next move. 

In the seeond place, 
W. Retires the attacked Kt. to K. R. fourth. 

7. 
B. K. B. takes K. B. P.--checking. 
W. K. takes the B. to save the Kt. 

8. 
B. K. Kt. to adv. K. Kt. fourth,— «heckii:q;<i 
then takes the Kt. with the Q. — ^having 
a superior situation. * 

* Which would equally be the ease if White had played tht 
attacked Kt. to adv. Kt fourth ; taking notice that if White, 
in this last case, should not take the B. with the K., Bhek 
should castle K. to his Kt and R. to B. square, sjill 
ing with the advantage of a Pawn. 
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In the third place, 
W. Retires the Kt. to its square. 

S. Q. B. to adv. K. Kt. fourth. 

W. If he play K. B. P. one step, Black takes it, 
destroying his castling. 
And if he cover with K. Kt., he remains a 
Pawn less, and would do worse, should he 
cover with Q. Kt., because Black playing 
Q. to her Kt. third, White would suffer 
another evident loss. 



THIRD AND LAST DEFENCE. 

W. K. P. takes the P., as his best move. 

6. 
B. Retakes the P. with the B. P. * 

Here White can either check with the B. 
or retire the said B. to Q. Kt. third. 

Firstly, viz. 
W. Checks with the B. at adv. Q. Kt. fourth, f 

* See farther on, — ^the Notice to the 6. on this sixth move, 
t This is better than retiring the attacked B., as will be 
aeen in the Instructions to the Black, 

K 
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7. 

B. Covers ivitb Q. B. at Q. second. 
W. Takes the K. P. with the Kt. 

8. 
B. B. takes the B. 
W. Q. Kt. retakes the B. 

9. 
B. K. B. takes K. B. P. —checking. 
W. If lie should not take tlie B. with the K., 
Black plays the Q., or retires the B. to 
Q. Kt. third, and will have the better 
situation. 
And if he take the B. with the K., 

10. 
jB. Q. checks at her Kt. third. 
W. Q. P, two squares. 

11. 
B. Checks with the Kt. at adv. K. fourth, and 
then takes the Kt. with the Q., having 
still a better game. 

Secondly, viz. 
W. K. B. to Q. Kt. third. 

7. 
B. K. P. one step to adv. K. fourth. 
^ Here White can answer in one of the fol- 
lowing ways : — 
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In the fir 8t place j 
W. Retires the attacked Kt. to its square. 

8. 
JB. Q. P, one step. 
W. The attacked Kt. to its R. fourth. 

9. 
S. Leaves his own B. en prise of the adv. Kt., 
and castles K. to his Kt. square, and R. 
to K. square, to play next move, Q. B. to 
adv. K. Kt. fourth. 

In the second place, 
W. Pushes Q. P. two squares. 

8. 
B. P. takes K. Kt. 
W. P. takes the B. 

9. 
B. Q. P. one step. 
W. The attacked Kt. to its square. 

10. 
Is not to take K.Kt.P. with the P., but 
check with the Q. at K. second ; then 
castles ; and the advantage over this, and 
the preceding Defence of the White will 
be clearly seen. 

K 2 



148 BRCOLE DAL RIO OV CHESS. 

In the third and last place, 
W. Retires the attacked Kt. to adv. K. fourtfa 

8. 
B. K. B. to adv. Q. fourth. 
W. K. B. P. two squares. 

9. 
B. B. takes the K. Kt. 
W. P. takes the B. 

10. 

B. Q. B. to adv. K. Kt. fourth. 

W. Covers the Q. with the Kt. at K. second. 

11. 
B. K. Kt. to its R. fourth. 
W. K. Kt. P. one step. 

12. 
B. K. Kt. to adv. K. B. fourth, on the Kt. 
W. P. takes the Kt. 

13. 
B. Q. checks at adv. K. R. fourth. 
W. K. to his B. square. 

14. 
B. Q. B. checks at adv. K. R. third. 
W. K. to his Kt. square. 

15. 
B. Q. checks at adv. K. Kt. fourth. 
TV. K. to his B. second square. 
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16. 

B. Q. checks at adv. K. B. third, and gives 
forced mate in a few moves* 



NOTICE 

To the Black on his sirlh tnove^ 

The Black, at his sixth move could push K. 
p. one step, on the K. Kt. — noting for liis in- 
struction, that if White should now play Q. to 
K. second. Black should castle K. to his Kt. 
square, and R. to K. square, and next move play 
Q. B. to adv. K. Kt. fourth ; which would be 
good play. If, instead, White should play the 
attacked Kt. to adv. Kt. fourth. Black should 
make the move noted elsewhere, to take it, viz. 
take K. P. B. with the B. checking. If, instead, 
he should play the said Kt. to its R. fourth, 
Black advances K. Kt. to adv. K. Kt. fourth, 
making an irreparable attack. Finally, should 
be play the said Kt. to adv. K. fourth, which is 
the best move. Black plays his K. B. to adv. Q. 
fourth, attacking both Knights; the White then, 
as his best move, taking K. B. P. with the Kt., 
Black takes the Kt. with the K., and White 
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taking Q. B. P. with bis doubled I^wn, 
covering check ; Black, as bis besf, moves K. to 
his square ; and White then taking Q: Kt. P. widi 
his Pawn, Black retakes the P. with the B., thai 
forcing the exchange of three Pkwns, besides 
the advantage of castling, for a Knight, whidi 
in this case makes an equality of force. 

§11. 

5. 
B. Provided that he do not wish to play Q. P. 
two squares, as in the preceding parar 
graph, he plays the said Pawn one step 
only. 
W. If he do the same. Black moves Q. B. to 
adv. K. Kt. fourth, attacking the K. Kt 
If he play K. Kt. to adv. K. Kt. fourth. 
Black plays the known move, viz. takes K. 

B. P. with K. B. 
If he play K. R. P. one step. Black pushes 
Q. Kt. P. two squares, advancing it after- 
wards one step on the Kt., and eventually 
gains K. P. 
And, finally, if he play Q. P. two isquares, 

6. 
B. K. P. takes the P. 
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W. K. Kt. retakes the P. 

7. 
B. Q. to her Kt. third. 
W. Q. Kt. to K. second, to sustain the other 

Kt., or to the R. fourth, on the adv. Q. 

8. 
J?» Q. to adv. Q. Kt. fourth, — checking, and 

gaining the B.; and if the White, instead 

of playing the Kt., should bring out Q. 

B. to K. third. Black would gain Q. Kt. 

Pawn, throwing his Adversary into some 

disorder. * 

* The best defence for the White at bis fif\b move is to 
castle, K. to his R. square, and R. to its B. square, as will be 
seen in the Instruction to the Black ; and although he could 
have poshed Q. P. one step, nevertheless in consequence of 
the aforesaid move of Q. B. to adv. K. Kt fourth, it is better 
to castle. 
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CHAPTER 11. 



The White answering the fourth move of the Bkck, 

playing Q. P. one step. 



1. 



B' K. p. two squares. 
W. The same. 

B. K: Kt. to B. third. 
W. Q. Kt. to B. third; 

3. 
B. K: B. to Q. B. fourth, 
W. The same. 

4. 
B. Q. B. P. one step. 
W. Q. P. one step. 



5. 



B. The same. 



FIRST DEFENCE OF THE WHITE 



W. K. Kt. to its B. third. 
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6. 

Can as well castle with K. to his R. square, 
and R. to B. square, as play Q. B. to 
adv. K. Kt. fourth, confiniug the Kt. ; as 
was hinted at the end of ^he preceding 
chapter. 



SECOND DEFENCE OF THE WHITE. 

W. Q. Kt. to R. fourth. 

6. 
B. K. B. takes K. B. P.— checking. 
W. K. takes the K. B., as his best move. 

7. 
B. Q. Kt. P. two squares, recovering the Piece 
and preventing the Adversary from cast- 
ling.* 

• This is to be understood, in case White should either 
retire the B. or take Q. Kt. P. with it ; sirice he could like- 
wise disconcert the Black in castling, by taking K. B. P. with 
the B. ; this being the case, the game would certainly be equal 
in fofct; but White would remain much longer, subject to 
defence, by the move of the Black of K. Kt. to adv. K. Kt. 
foortfa, which would render it more difficult to the White to 
place his King in security. 
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THIRD DEFENCE OF THE WHITE. 

W. Q. B. to adv. K. Kt. fourth. 

6. 

B. Q. to her Kt. third, following the moves of 
the First Opening, Chapter First, § II. 
Second Defence, to which I refer you. 
I will only observe, that if White should 
answer this sixth move by playing Q.Kt. 
to its R. fourth, Black, after taking K. B. 
P., with the B. checking, could as well 
retire the Q. to her own square, as is in- 
sinuated in the above quoted Defence, as 
the best move, as play her to her R. 
fourth, attacking the adv. Kt. — then, if 
White should defend it. Black takes K. 
Kt. with his B. ; and if, instead. White 
should take the B. with the K., Black 
takes the Kt. with the Q., not having any 
thing to fear on the part of his own King, 
w ho hastens to prevent himself from being 
enclosed, as in the Defence of the first 
opening. In the present state of the game, 
he can defend himself with more adfan- 
tage, against any attempt of the Ad- 
versarv. 
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CHAPTER III, 



like Wkite onswering the fourth move of the Black, hy 
playing Q, to K, B. third square. 



1. 



J5. K. P. two squares. 
W. The same. 



2. 



B. K. Kt. to B. third. 
W. Q: Kt. to B. thirtl. 

3. 
B. K. B. to Q.B. fourth. 
W. The same. 

4. 
B. Q. B.P. one step. 
W. Q. to K. B. third square. * 

5. 
B» Castles, K. to his R. and R. to B. square. 

• This move of the Q. is nataral; because it binder* Black 
from pusbing Q. P. two squares the foUowiog move, it is ne- 
vertheless not good play. 



It 

rr 
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FIRST DEFENCE OF THE WHITE. 



IF. Q. P. one step. 



6. 



B. K. Kt. to K. square, threatening to play K. 

B. P. two squares. * 
W, Q. B. to K. third. 

7. 
B. K, B. to adv. Q. Kt. fourth. 
W. K. Kt. to K second. 

8. 
J5. K. B. P. two squares. 
W. If he takeK. B. P. withK. P., Black gains 
a Piece, by pushing Q. P. two steps, and 
then one step. 
If, instead, he castle in any manner, or make 
any other indifferent move. Black also 
gains a Piece, taking K. P. with K. B. P. 
then playing Q. P. two squares, and after- 
wards one step farther. 
And, finally, if he play Q. R. P. one step, 
on the K. B., 

9. 
B, K. B. P. takes K. P. 



* Black oii^lit to have made the same move, if White, in- 
stead urphi)ing Q. r., had pushed K. II. P. one step. 
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ff^. Retires theQ. to K. Kt. third. 

10. 

JB, Elxchanges the B. with the Kt. — checking, 
and then pushes Q. P. two squares ; re- 
maining with the advantage of a P. at 
least, and with a better-oixlered game. 



SECOND DEFENCE OF THE WHITE. 

JV. K. Kt. to K. second. 

6. 
B, Q- P. two squares. 

Here the White can play in tlu'ee ways: 
Tiz. 

In the first place, 
W. Retires the B. to Q. third. 

7. 
S. K. Kt. to adverse K. Kt. fourth, 
ff^. If he castle, alia Calabrista^ Black pushes 
K. B. P. two squares. 
And if, instead, he retire Q. Kt. to Q. square, 
in defence of K. B. P. 

8. 
B. Q. P. takes K. P. 
JV. Retakes the P. which way he pleases. 
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FIRST DEFENCE OF THE WHITE. 

W. Q. P. one step. 

6. 
B. K. Kt. to K. square, threateniug to play K. 

B. P. two squares. * 
ir. Q. B. to K. tbird. 

7. 
B. K. B. to adv. Q.Kt. fourth. 
W. K. Kt. to K second. 

8. 
B. K. B. P. two squares. 
W. If he takeK. B. P. withK. P., Black gaius 
a Piece, by pushing Q. P. two steps, and 
then one step. 
If, instead, he castle in any manner, or make 
any other indifferent move. Black also 
gains a Piece, taking K. P. with K. B. P. 
then playing Q. P. two squares, and after- 
wards one step farther. 
And, finally, if he play Q. R. P. one step, 
on the K. B., 

9. 
B. K. B. P. takes K. P. 

* Black ought to have made the same move, if White, in- 
stead ofpIa}-ing Q. P., had pushed K. R. P. one step. 
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W. Retires theQ. to K. Kt. third. 

10. 

JB. Exchanges the B. with the Kt. — checking, 
and then pushes Q. P. two squares ; re- 
maining with the advantage of a P. at 
least, and with a better-oixlered game. 



SECOND DEFENCE OF THE WHITE. 

W. K. Kt. to K. second. 

6. 
B. Q. P. two squares. 

Here the White can play in three M'ays; 
viz. 

In the first place, 
ir. Retires the B. to Q. third. 

7. 
B. K. Kt. to adverse K. Kt. fourth. 
W. If he castle, alia Calabrista, Black pushes 
K. B. P. two squares. 
And if, instead, he retire Q. Kt. to Q. square, 
in defence of K. B. P. 

8. 
B. Q. P. takes K. P. 
W. Retakes the P. which way he pleases. 
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being derived from White playing Q. to 
K. B. third, which is an irregular mo^, 
or at least unseasonable, in the first open- 
ing of the Piano Game. 
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INSTRUCTIONS TO THE BLACK, 
ON HIS PROPER DEFENCE, 

THE ADVERSARY HAVING THE MOVE. 



CHAPTER I. 

/« which the White, at his fourth move of the Piano Gamr, 

plajft Q. B. P. one step. 



1. 



W. K. P. two squares. 
B. The same. 



2. 
W. K. Kt. to B. third. 
B. Q. Kt. to B. third. 

3. 
W. K. B. to Q. B. fourth. 
B' The same. 

4. 
TV. Q. B. P. one step. 
B. K. Kt. to its B. third. 
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Here we suppose the White to play, 

1. Q. P. two squares. 

2. Q. P. one step only. 

3. K. Kt. to Adversary's K. Kt fourth ; and 

4 n €iv£irr\ w^ 



therefore, 



§1 



5. 
W. Q. P. two squares. 

B. K. P. takes Q. P. as his best move. 

6. 

W. If he push K. P. another step, Black moves 

the attacked Kt. to K. fourth, regulating 

himself according to the notice given 

before in chapter I. 

If, instead, he play K. Kt. to adverse K. Kt. 

fourth, Black can castle, alia Calabrist0t 

and will remain with the advantage of 

one Pawn. 

And if he retake the P. with Q. B. P. 

B. Checks with the attacked B. at adverse Q. 

Kt. fouth. 

7. 

W. If he cover with the Kt. he loses K. P., but 

covering with Q. B. at Q. secof^^, 

B. Does not take K. P. with the Kt., beoauae 
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White exchanging Bishops, would check, 
taking K. B. P. with K. B., but takes the 
B. with K. B. — giving check. 

8. 
W. If he retake the B. with K. Kt. he loses 
Q. P. 
If he retake it with the Q. he loses K. P. 
Therefore he retakes it with Q. Kt. 
jB. Q. p. two squares. 

9. 
W. K. P. takes the P. 
B. K. Kt. retakes the P. 

10. 
W. Q. to K. second, — checking. 
JB. Covers with the B., and then castles ; and 
will have an open and secure game. 

§ 11. 

5. 
W. Q. P. one step. 
B. Castles, K. to his R. and R. to B. square. 

6. 

W. If he play Q. B. to adverse K. Kt. fourth, 

Black, not wishing to disengage the Kt. 

by retiring the B. to K. second, can play 

Q. P. one step ; then, should White play 

L 2 
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K. Kt. to its R. fourth, to allow the Q. 
to come to K. B. third, Black prevents 
him, by pushing K. R. P. one step on 
theB. 
And therefore, suppose here he play Q. Kt. 
P. two squares, as a very natural moTe, 

B, Retires the B. to Q. Kt. third. 

7. 

W. Q. Kt. P. another step. 

B. The attacked Kt. to its R. fourth. 

8. 

IV. Kt. takesK.P. 

B' Q. to K. second. 

9. 

W. Kt. takes K. B. P.— checking. 

B. K. R. takes the Kt. 

10. 

ir. K. B. takes the R. 

B. Q. takes K. B., thus exchanging a R. and 
two Pawns for two minor Pieces, which 
is an equal contract, and leaves an equal 
game ; White should, however, now be 
careful not to play the Q. B. P., because 
Black, playing K. B. to adv. Q. fourth, 
would gain the Rook.* 

Ill' would also gain it, if White at bis sixth move should 
])iity K. Kt. to adv. K. Kt. fourth: in that case Black would 
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NOTICE 

To the Black on the fifth move of the White. 

If the White, instead of playing Q. Kt. P. 
at his sixth move, as was supposed above, 
should play it at his fifth move, after 
Q. B. P., the following moves will throw 
light on the subject. 

5. 

W. Q. Kt. P. two squares. 

B. lletires the K. B. toQ. Kt. third. 

6. 

W. If he advance the said P. another step, 
Black plays the attacked Kt. to its R. 
fourth; then White taking K. P. with 
the Kt., Black may recover the P. in two 
ways, — 1st, By taking the B. with Q. 
Kt. and then K. P. with K. Kt.,— 2d, 
By castling, alia Calabrista.^ 

come with his Q. to K. second ; then if White should play 
Q» Kt. P. two squares, Black should not retire the B., but 
certainly take the said P. with the Kt. ; and if White should 
take the Kt. with Q. B. P., Black moves K. B. to adv. Q. 
fourth, gaming, as was said, Q. R. 

* Secure of recovering the P. in three moves, with an equal 
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But if, instead, he play Q. P. two squares, 
B. K. P. takes tlie P. 

7. 
W. Advances K. P. another step. 
B. K. Kt. to adverse K. fourth, 

8. 
W. If he come with K. B. to adv. Q. fourth, 
Black takes Q. B. P. with K. Kt., re- 
maining with the advantage of one 
Pawn. 
If, instead, he retake the doubled P. with 
Q. B. P., Black does not take Q. Kt. P. 
with the Kt., because White would bring 
his Q. to her Kt. third, or first take 
K. B. P. with K. B., but Black rather 
pushes Q. P. two squares, having a very 
good game. 

§ HI. 

5. 
W. K. Kt.to adverse K. Kt. fourth. 
B. Castles, alia Calabiista, as his best move. 

g^me; since White placing Q. P. one step, or Q. Kt toib 
R. third, or Q. to K. second, or to R. fourth ; Black plajs 
Q. P. one step, then takes the B. with Q. Kt., and, fioally, 
takes K. P. with the K. Kt. 
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6. 

W. K. B. P. two squares. 
B. Q- P. two squares. * 

7. 
W. If he take K. P. with K. B. P. Black leaps 
his K. Kt. to adv. K. Kt. fourth, gaining 
a piece, or at least getting a more valu- 
able Piece for a minor one. 
If, instead, he take Q. P. with K. P., Black 
retakes the P. with K. Kt. ; then White 
playing Q. to adv. K. K. fourth, Black 
plays Q. B. to K. B. fourth, having a 
better situation. 
Finally, if he play K. B. to adv. Q. Kt. 
fourth, 
B. K. Kt. takes K. P. remaining superior at 
least one Pawn, with a better game. 

8. 
W. For if he take the said Kt. with bis Kt. 
B. Retakes the Kt. with Q. P. 

* This is the only good move for the Black ; for if instead of 
this he had pushed K. R. P. one step, or had taken K. B. P. 
with K. P. in the first case. White would take K. B. P. with the 
Kt,aod, after the exchanges which must follow, would have a 
much better game ; and, in the second case. White having 
puaiied Q. P. two squares, taking afterwards the doubled P. 
with Q. B., would have an attack perfectly irresistible. 
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9. 

W^ Takes the Q. Kt. with the B. 

B- Does not now retake the B., but, instead, 
takes K. B. P. with K. P., threatening 
a very pernicious check with the Q., at 
Adversary's K. R. fourth. 
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CHAPTER II. 



ne White at hUfimrth move, playing Q. P. tme square. 

WITH AN ANNOTATION, 
If he should piay the same Pawn two squares. 



1. 

W. K. P. two squares. 

B. The same. 

2. 

W. K. Kt. to B. third. 

B. Q. Kt. to B. third. 

3. 
W. K. B. to Q. B. fourth. 
B. The same. 

4. 
W. Q. Pi one step. 
B. The same. 

5. 
W. K. Kt. to adv. K. Kt fourth. * 
B. K. Kt. to its R. third. 

• If iostead of playioghis K. Kt. to adv. K. Kt loarth, he 
should push Q. B. P. one step. Black, for greater security, 
should answer it by moviog K. R. P. one step, to icstnun the 

drersary's Pieces. 
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6. 

W. If he castle with K. to his R. sq. and R. to 
B. sq. Black must be careful not to phy 
Q. B. to adv. K. Kt. fourth, although it 
appears a good move ; because White 
would gain a Pawn by taking K. B. P. 
with K. B. « 

Instead of this, Black may also castle, in 
imitation of the White; and White push- 
ing K. B. P. two squares, Black is not 
to take it, nor suffer it to advance another 
step, but also push K. B. P. two squares, 
and will have an equal game. 

Should White at the sixth move, instead of 
castling, push the said K. B. P. tfro 
steps, Black, in this case, should not 
imitate him, because White would check 
with the Q. at adv. K. K. fourth ; but 
take K. B. P. with K. P., then White 
retaking it with Q. B. Black will castle 
K. to his R. sq. and R. to B. sq. having 
a better ordered game than the White. 

Finally, if White play Q. to K. B. third, or 
to adv. K. R. fourth, 

* For this must happen, (hat if Black take tbeB. with the Kt 
White takes the B. with the Q., having already gained tk 
Pawn ; and if, instead, he retire the K., White pnshes fc. B- 
P. one step on the B., and then retires his own tbhop. 
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B. Castles, K. to his R. and R. to B. square. 

7. 
ir. If he take K. B. P. with the Kt.— checking, 
Black takes the Kt. tvith the Kt., and 
White taking the Kt. with the B., Black 
plays Q- to K. B. third ; » 
But if, instead, he should also castle with 
K. to his R., and R. to B. square, 
B. Plays K. B. P. two sq. having a good game. 



ANNOTATION 
On f he fourth move of the White. 

If the White, after the first three moves of the 
Piano Game, should, at his fourth move, play 
Q. P. two squares, the move would be wrong, 
costing the irreparable loss of a Pawn. 

And Black, as his best move, ought to take 
the said Pawn ; the point is, • With what Piece ? 

He ought not to take it with the Kt., because 
White would also take K. P. with his Kt. ; then 
Black retiring the Q. Kt. to K. third, not having 
a better defence, White would take it with the 

* Thus gaining great advantage ; which should also follow 
if White, instead of taking the said P. with the Kt. should take 
it with the K.B. 
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B., having a game of some advantage ; sinoe, 
if Black take the B. with Q. P., White takes the 
Q. with the Q., giving check, and Black being 
obliged to take the Q. with his K., White wouki 
check again with the Kt. taking K. B. P., and 
afterwards K. R. ; and if Black, instead, take 
the said B. with K. B. P., White checks ^ith 
theQ. at adv. K. R. fourth, acquiring also some 
advantage. 

Neither should Black take the said Q. P. 
with K. P., because White leaps his K. Kt. to 
adv. K. Kt. fourth ; then Black playing Q. Kt. 
to his K. fourth, or K. Kt to its R. third, White, 
nevertheless, takes K. B. P. with the Kt., aod 
after the exchanges which must follow, checks 
M'ith Q. at adv. K, R« fourth, recovering the B. 
with a better game. 

Black, however, as his best move, ought to 
take Q. P. with K. B., then White pushing Q. 
B. p. one step on the said B. , Black is not 
to retire it to Q. B. fourth, but to bis 
Q. Kt. third; for this reason, that White 
would take K. B. P. with K. B.— checking, 
having in view the following check with 
the Q. at adv. Q. fourth, by which be would 
recover the lost Piece, besides preventing the 
Adversary from castling. 



MISCELLANEOUS GAMES. 173 



THIRD OPENING OF GAMES, 

TO BB PLAYED 

WHENEVER THE AD\'ERSARY DOES NOT ANSWER WITH 

THE MOVES OF THE 

PIANO GAME, 

RT DECLINES IT, AT THE FIRST. SECOND, OR THIRD MOVE. 

mma 

According to the Order of the Hud three Mores. 



IVITH A FINAL INSTRUCTION TO THE 

BLACK, 

ON HIS PROPER DEFENCE, 
THE ADVERSARY HAVING THE MOVE. 



Many, in answering to the first three moves, 
Jecline the Piano Game ; either because they 
ire not sufficiently skilled in the necessary de- 
fence, or to embarrass the Player having the 
Srst move, or even from the mere love of no- 
relty. It is, however, necessary to know how 
o act with Players of this description ; therefore, 
11 this third opening, arc presented the princi- 
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pal games, proceeding from the irregular answen 
of the Adversary ; wherein the most concealed 
snares are pointed out, and the most secure 
methods of avoiding them shewn. 

And as many superficial Players imagine, 
that certain answers may be substituted indifier- 
ently, for the first three of the Piano Game; 
they will here be much more enlightened, by 
discovering the consequences; aud thus, in 
learning the quality of these same games, th^ 
will, at the same time, become more intimately 
acquainted with the reason of the first moves. 

In the subsequent instructions, with which, as 
well as the others, the present opening is closed, 
giving the move to the White Adversary, it 
will be supposed, that the Black, on his part, 
answers, as much as possible, with the moves 
of the Piano Game, they being the most mas- 
terly ; and that the White only declines them: 
with the reserve of playing at the second move 
the King's Bishop to the Queen's Bishop's 
fourth ; which forms the subject of the fourth 
opening ; and of pushing at the first move, the 
Queen's Pawn to its extent ; which is reserved 
for the sixth opening ; to bestow on these two 
moves greater attention and illustratiotii, than 
could be afibrded in one instruction only. 



BfiaCCLLANBOVS GAMES. 



175 



CHAPTER L 



k Whiie declining the Piano Game, at ki$ first move. 

1. 

'. K. P. two squares. 

White can now decline the Piano Game in 

three ways, viz. playing 
1. Q. P. two squares. 
%. K. P. one step. 
3. Q. Kt. P. one step ; and, therefore, 



§1. 



. Q. P. two squares. 

. K. P. takes the P. 
'. Q. retakes the P. 

Q. P. two squares. 



2. 



3. 
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FIRST DEFENCE OF THE WHITE. 

W. K. P. two squares. 

4. 

B. Q. P. takes it. 

W. Q. retakes the P.— checking. 

5. 

B. K. B. covers at K. second. 

W. K. B. to Q. B. fourth. 

6. 

B. K. Kt. to its B. third. 

W. If he retire the Q. to K. second, Black 
castles with K. to his Kt., and R. to K. 
sq. then White playing Q. B. to K. third, 
Black leaps his K. Kt. to adv. K. Kt. 
fourth, with which he will take the B., 
thence gaining in a few moves K. B. P., 
which will have re-taken the K. Kt. 
Therefore he plays, instead, Q. to K. B. 
fourth, in order that the Kt. may not be 
moved. 

7. 

B. Castles K. to R. and R. to K. square. 

W. If he take K. B. P. with K. B. he will be 
mated in two moves ; and therefore be 
plays K. Kt. to K. second, or Q. B. to 
K. third. 
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8. 

JB. K. B. to adv. Q. Kt fourths-checking. 
W. Covers with what be pleases. 

9. 
B. K. R. to adv. K. fourth, with a much better 
aituatioQ than his Adversary* 



SECOND DEFENCE OF THE WHITE. 

W. Q. Kt to lid B. third, 

4. 
B. K. Kt to its B. thind* 
W. Q. B. lo adv. K- Kt. fiwrdi. 

5. 
J9. K. B. to K. second. 
fF« If he take the Kt. with an intent to gain 
Q« p., be will be grossly mistaken ; and 
therefore castles, K« to Q. Kt. and R. to 
Q. square* 

6. 
B^ Q- B* P- two squares. 
W. If he do not chedc with the Q., Black plays 
Q. B* to K. third, having a good attack ; 
but if he check withQ. at her R. fourth, 

7. 
B. Q. B» covers at Q. second. 



178 ERCOLE DAL RIO ON CHBSS. 

W. Retires the Q. to her Kt. third. 

8. 
B. Q. B. P. another step. 
W. As his only move, takes Q. Kt. P- 

9. 
B. Q. B. to its third square ; — gaining the Q. 



LAST DEFENCE OF THE WHITE. 

W. Q. checks at adv. K. fourth. 

4. 
B. Q. B. covers at K. third. 

Here White can play K. P. two squares ; also 
Q.B. to K.B. fourth.— Therefore, 

» 
Firstly, viz. 
W. K. P. two squares, to open the game. 

5. 
B. K. Kt. to its B. third. 
W. If he play Q. B. to adv. K. Kt. fourth. Black 
plays K. B. to Q. third, sure afterwards 
of gaining at least the K. P. 
If, instead, he take Q. P. with K. P.^ Black 
checks with K. B. at adv. Q. Kt. fourth, 
and then castles, K. to his Kt., and R. 
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to K. square, with a game very superior 
in situation. 
And if he play K. B. to Q. third, 

6. 
B. Takes K. P. with Q. P. 
W. Retakes the P. with the B., or advances the 
said B. to Q. B. fourth. 

7. 
B. K. B. checks at adv. Q. Kt. fourth ; then 
castles, K. to his Kt, and R. to K. sq., 
having also the better game. 

Secondly, via:, 
W. Q. B. to K. B. fourth. 

5. 
B. Q.Kt. to its B. third. 
W. Q. takes Q. B. P. « 

6. 
B. . Exchanges Queens, then plays Q. R. to its 
B. square, and afterwards the Kt. to adv. 
Q. fourth, — with a game won by its na- 
ture. 

* The error of the White consists in this fifth move taking 
Q. B. P. with the Q., from the bud consequence which must 

■ 

be derived from it ; instead of which, he ought rather to re- 
lire the Q. to K. third. 

m2 



ISO 
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§11. 



W. K. P, one step. 



2. 



JB. Q. P. two fiquares* * 
W. K. B. to K. jsecond, to be prepared for 
castling.. 

3. 
B. K. Kt. to its B. third. 
W. The same. 

4. 
B. K. B. to Q. third. 
W. Castles, K. to his Kt., and R. to K. square. 

5. 
jB. K. R. P. two squares^ 



FIRST DEFENCE OF THE WHITE. 



W' Q. P. one step» 



* The play of the Black, Q. P. two squares, can also be 
verified, as may be seen in the following pangiaph, when 
the Adversary opens with Q. Kt. P. pushed one step only ; as 
some have « bad custom of doing, to whom it appears more 
easy to defend a close and united game, became Ibey do 
not foresee the consequences. 
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6. 

B. K. P. another step on the Kt* 
W. Q. P. takes K. P. 

7. 
B. Q. R takes the P. 

W. If he play K. Kt. to adv. K. Kt. fourth, Black 
takes K. R. P. with the B., having in 
view the successive check with the Kt. at 
adv. Kt. fourth, and would thus gain a 
Pawn. 
And if he play K. Kt. to Q. fourth, 

8. 
B. Still takes K. R. P. with K. B. 
W. K. takes the K. B. 

9. 
B. K. Kt. checks at adv. K. Kt. fourth. 
W. If he play K. to his R. square, he will be 
mated by the Q. in three moves. 
If he play him to his R. third, Black gains 

the Q., taking K. B. P. with the K. Kt. 
If be go to his Kt square, Black plays Q. 
to adv. K. R. fourth, regulating himself 
by the moves which are below. 
If he go to his Kt. third. Black checks with 
K. R. P. ; and, according to his next 
move, White will either be mated in 
three moves, or lose his Q, 
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And, finally, if, as his best move, he take 
the Kt. with the B., 

10. 
J5. P. takes the B.— discovering check, fipom 

the R. 
W. If he play the K. to his Kt. third, Black 
checks with the Q. at adv. K. R. fourth ; 
and White, moving his K. to his B. 
fourth. Black discovers check from the 
Q., advancing the doubled P. ; then 
White, passing the K. to adv. K. fourth, 
Black checks with the li. at its fourth, 
and thence mates him, in a few moves, 
or gains the Q. 
Therefore, instead, he plays K. to his Kt. 
square. 

11. 
jB. Q. to adv. K. R. fourth. 
W. If he play K. B. P. one oi* two steps. Black 
checks with the Q. at adv. K. R. square; 
and White, moving his K. to his B. se- 
cond. Black checks with the doubled P., 
and then mates next move. 
And if, instead, he play K. to his B. square, 

12. 
/?. Advances the doubled P. one step. 
\V. If he play K. to his second square, Black 
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takes K. B. P. with the P., attacking the 
R., and then checks with Q. B. 
And if he take the P. with the P., 

13. . 
B. Q. retakes the P. 

W. Retires the K. to his Kt. square, to avoid 
the mate. 

14. 
J3. K. R. to adv. K. R. second. 
W. If he play Q. to her second, or to K. second, 
or R. to K. second. Black retires his Q. 
to adv. K. R. fourth, and will win the 
game. 



SECOND DEFENCE OF THE WHITE. 

W. K. R. P. one step, to restrain the adv. 

Jrieces. 

6. 
B. Plays, nevertheless, K. Kt. to adv. K. Kt. 

fourth. 
W. If he take it, he is suddenly ruined ; and if, 

instead, he play Q. P. one step, 

7. 
B. Advances K. P. another step. 
W. The attacked Kt. to Q. fourth. 



IM 
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B. Now, or after exchanging Pkiwnt, takes K. 
B. P. with K. Kt. 

W. K. takes the Kt. 

9. 

B. Q. checks at adr. K. R. fourth, ahd Aci 
takes K. R. P. with Q. B. ; or with die 
Q., should he coTer the chedc with die 
Kt. P., and winning the game ; all dn 
proceeding from the Adversary's Piece* 
being so much confined. 



§m. 



W. Q. Kt.P. one step. 

2. 
B. Q. P. two squares. 
W. Q. B. to Q. Kt. second. 

3. 
B. K. B. to Q. third. 
W. K. B. P. two squares. 

4. 
B. K. P. takes the P. 
W. Q. B. takes K. Kt. P. 

5. 
B. Q. checks at adv. K. R. fourth, 
W. K. Kt. P. one step. 
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6. 

B. Doubled P. takes the P. 
W. If he play K. Kt. to its B. third, Black 
takes K. R. P., discoyering check from 
the Q. ; then White, taking the Q. with 
K. Kt., is mated with K. B. at adr. K. Kt. 
third. 
Therefore, he plays K. B. to K. Kt. second. 

7. . 
B, Doubled P. takes K. R. P., discovering 

check from the Q. 
W. K. to his B. square. 

8. 
B. P. takes the K. Kt: 

W. If he take the Q. with the R., Black declares 
the P. a Queen, and mates him ; placing 
K. B. to Q. B. fourth, or to adv. K. R. 
second, defending the said Q. 
Therefore, instead, he makes one of the two 
following defences :— 



HRST DEFENCE OF THE WHITE. 

W. K. R. takes the P. 

9. 
B. Q. checks at adv. K. B. fourth. 
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W. If he play K. to his square, Black chedP 
with Q. at adv. K. Kt. third, and dn 
takes the B., which attacks the IL;— 
having a game won by its nature. 
Therefore, he coyers with K. B. at its diiid 
square. 

10. 
jB. Q. B. checks at adv. K. R. third. 
W. If he play K. to his square, he would be 
mated in two moves. 
If he cover with the R., he would remain 
clearly inferior in force, and in situation. 
And if he move K. to his B. second, 

11. 
B. Plays K. Kt. to its B. third. 
W. If he take the Kt. with the B., Black, re- 
taking the B., remains superior one Piece 
and one Pawn. 
If, instead, he take the R. with the B., 
Black, checking with the Kt. at adv. K. 
fourth, mates him in two moves. 
And if he do not take either the R. or Kt, 
but pushes K. P. one step on the Q., 

12. 
B. Q. checks at adv. K. R. second. 
W. Covers with the B., that he may not lose 
theR. 



MISCELLANEOUS GAMES. 187 

13. 

JS. Q. checks at ady. K. Kt. third. 

M^ K. to his B. square, not to lose the Q. 

14. 
B. K. Kt. to adv. K. Kt. fourth, threateniug. to 

mate him with Q. at adv. K. B. second. 
TV. If he play Q. to K. second, he is mated by 
the Kt. 
If he play her to K. square, Black checks 
with Q. at adv. K. B. third, check-mating 
next move. 
And if he play her to K. B. third, Black 
takes her with impunity — check-mating 
next move, with the B. 



SECOND DEFENCE OF THE WHITE. 

JV. K. takes the P. 

9. 
B^ Q: to K. Kt. fourth: 
IV. Takes the R. with the B. 

10. 
JB. K. R. P. two squares: 

White can now play K, P. one step, or return 
with Q. B. to its Kt. second: Therefore, 
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Firstly, yiz. 
W. K. P. one step. 

11. 
JS. K. R. P: one step to adv. K. it fourtli. 
W. If he play Q. to K: B. thiid, Bhck, ad- 
vancing the R. P. another step, gains tt 
advantage. 
And if, instead, he retire K: to his B. 
square, 

12. 
B. K. B. P. one step, enclosing the B., and 
gaining it in a few moves. 

Secondly, viz. 
W. Returns with Q. B. to its Kt. second. 

11. 
B. K. R. P. one step to adv. R. fourth. 
W. K. to his B. square. 

12. 
B. K. R. P. another step to adv. R. third. 
W. If he take it with the B., Black checks witb 
Q. at adv. K. B. fourth ; then White, as 
his best move, playing K. to his Kt 
square, Black takes the B. with the B., 
and then repeats check with Q. at adr. 
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K. Kt. fourth ; 
And retiring the attacked B. to its third sq., 

13. 
Plays Q. B. to adyerse K. Kt. fourth, put- 

tins: the Bishops in exchange ; and will 

win. 
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CHAPTER II. 



The White declining the Piano Game at the seetni m 



1. 



B. K. P. two squares. 
W. The same. 

2. 
B. K. Kt. to its B. thii-d. 
White can now play, 

1. K. Kt- to its B- third. 

2. K. B. to Q. third. 

3. K. B. to Q. B. foarth; 

4. Q. to K. B. third.^ 

5. Q. P. one step. — Therefore, 

§1. 
W. K. Kt. to its B. third. 

3. 

B. K. Kt. takes K. P. 

W. The same. 

4. 

B. Q. to K. second, 

W. If he retire the Kt., he loses the Q. b; 
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check of the Kt. at adv. Q. B. third. 
Therefore he also plays Q. to K. second. 

5. 

I Q. takes K. Kt. 

^. Q. P. one step. 

6. 

'. Q. P. two squares. 

'^. K. B. P. one step. 

7. 

. K. B. P. two squares. 

^. If be take the Kt. with the P., Black retakes 
the P. with Q. P., remaining constantly 
one Pawn superior, besides having a bet- 
ter situation ; and if before he take the 
Kt. he play Q. Kt. to Q. second, to be 
enabled to recover the Piece, without 
losing the P., Black plays out Q. Kt. to 
its B. third, to move it afterwards to adv. 
Q. fourth, attacking the Q. and the 
B. P. « 

* With which will be seen to greater advantage the error of 
s White in this paragraph ; which error does not lie in the 
•and move, via. K. Kt. to its B third, as some have sup- 
led ; hot is certainly in the third, where he also takes K. 
with K. Kt in imitation of the Black : instead of which he 
|ht to play Q; to K. second, preventing the Black, who 
led at doing the same, in which case he would not lose a 
RTD, altho* he makes a bad opening ; and therefore it would 
better to defend K. P. at his second move. 
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§11. 

W. K. B. to Q. third. « 

3. 

B. K. B. to Q. B. fourth. 

W. K. Kt. to its B. third. 

4. 

B. Q. P. two squares. 



FIRST DEFENCE OF THE WHITE. 

W. K. Kt. takes K. P. t 

5. 
B. Q. P. takes K. P. 
W. K. B. to Q. B. fourth. 

6. 
B. Q- to adv. Q. fourth. 
W. K. B. takes K. B. P.— checking. 



f This move is not advinble, because it prereiiti <^ P. 
being moved, and consequently the bringing out, that way, the 
Q. B. ; besides other inconveniences, vhich must be dcmed 
from it; as may be seen in the |wesentpnuagnpb. 

* IP, instead of this and the foDowing defieoc^ he should 
ta^e Q. P. with K, P;, Black, pushing K, P. one ilep, guMa 
Piece. 
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7. 
B. K, to hu second square.- 
W. Caatles, oZia Calabriita. 

8. 
A' Q. takes K. Kt. 
W. Retires K. B. to Q. B. fourth. 

9. 
B. K. Kt. to adv. K. Kt. fourth. 
W. K. Kt. P. one step, to prevent the Mate. 

10. 
B. K. R. to its B, sq., winning tlie game. 



SECOND DEFENCE OF THE WHITE. 

W. Q. Kt. to its B. third. 

5. 
B. Q. P. takes K. P. 

W. If he take the P. with the K. B. Black 
playing K. Kt. to adv. K. Kt. fourth ; 
afterwards pushes K. B, P. two squares. 
Tberefore he takes the P. with Q. Kt. 
6. 
B. Kt. takes the Kt. 
W. Retakes the Kt with the B. 



194 ERCOLE OAL RIO OV CHBM. 

7. 

B. K. B. P. two sqanres. 
W. If he take K. P. with the Kt, Black plq* 
Q. to adv. Q. fourth. ^ 
And if he retire the attacked B. to hk Q. 
third, 

8. 

JB. Pushes K. P. another step, baying a gaae 
won by its nature. 

§IIL 

W. K. B.toQ. B. fourth, f 

3. 
B. K. Kt. takes K. P. 
W. Q. to K, second. 

4. 
B. Q. p. two squares. 

* Not at all caring for the check of the Q. at idv. K. R. 
fourth ; because Black covers with K. Kt P. altttkio; the 
said Q. ; and White caooot take the Kt P. with the Kt met 
Bhck freely takes it with R. P., the R. being already defaiM 
by the Q. 

t This second move of the White does not neceisarily po- 
duce the loss of a Pawn, but only an inferior Mlnalioa ; m 
will be afterwards perceived. 
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FIRST DEFENCE OF THE WHITE. 

W. Q. P. one step. « 

5. 

B. K.Kt. takes K. B. P.f 

W. Q. takes K. P.— checking. 
6. 

B. Q. B: covers at K.tliird. 

W, If he take the Kl. with the K. Black takes^ 
the B. with Q. P. and White retaking 
the said P., Black checks with the Q. at 
adv. K. R. fourth ; gaining the doubled 
P., besides having the better situation. 
And if, instead of taking the Kt. with the 
K., be should take Q. P. with K. B., 
Black takes Q. P. with the Kt.— check- 
ing, and then takes the B. with the Q., in 

* Although Salvio, Chap. If. of Book IV. luggoti tln'a 
awTC to the White, instead of retiring tbe aUacked B. to Q. 
third, ititibtolutely a worse move; because beiidcs, remain- 
ingmferiwuiiituatioD, ital>oiD?olvesllie losiofaPawn, not 
obMrred bjr this author, as ii the case ui the present defence. 

■f A BioR quick method than that of taking the B. with Q. 
P., allbo' tiiis nove alio equally pnxlacea toBlack the forced 
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the same manner, remaining superior one 
Pawn, besides having a better game. 



SECOND DEFENCE OF THE WHITE. 

W. Retires K. B. to Q. Kt. third. 

6. 
B. K. B. to Q. B. fourth. 
W. K. B. P. one step. 

6. 
B. K. Kt. to adv. K. B. second, attacking K.R. 
IV. Q. takes K. P. — checking. 

7. 
B. Covers with the Q., and after the exchange, 
takes the R., gaining some advantage. 



THIRD DEFENCE OF THE WHITE. 

W. The attacked B. to Q. third, as his best 
move. 

5. 

B. Not to engage himself in a long series of 

moves, which do not produce any coni- 

pelled advantage : he does not sustain 

the Kt. by moving K. B. P. two squares, 
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as Salvio and Lolii supposed, but imme- 
diately retires the said Kt. to its B. third. 
Q. takes k. P. — checking. 

6. 
Covers with K. B. at K. second, and then 
castles, K.to hisKt., and R. to K.square, 
havino: a much better situation than the 
White, M'ho has exposed his own Q. to 
anno}ance, his K. B. out of the centre, 
and his other Pieces shut up ; this pro- 
ceeding, as was said above, from his se^ 
cond move, in which he ought rather to 
defend K. P. with Q. Kt. at her B. third. 

§IV. 

Q. to K. B. third. 

3. 

K. B. to Q. B. fourth. 

If he play Q. to K. Kt. third, attacking K. 
P. and K. Kt. P., Black castles alia Ca- 
labrista^ leaving K. P. en prise; since 
if White take it. Black takes K. B. P. 
witfaK.B. — checking; with a game won 
by its nature ; * And therefore he also 
plays K. B.to Q. B. fourth. 

And thU would proceed from the error of the White, in 
ig K. P. at his fourth moTe ; from which may be deduced 
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4. 

B. Castles, K. to his Kt. square and R. to K- 

square. 
W. Q. P. one step, 

5. 
B. Q. P« two squares. 



FIRST DEFENCE OF THE WHITE. 

IV. Takes Q. P. with the B, 

6. 
B. Kt takes the B. 
W. K. P. retakes the Kt. 

7. 
J7. K.P. one step to ady. K. fourth, acquiriog 
in a few moves the two Pawns, with a 
game not inferior to his Adversary. 

alto that the move of the White Q. to K. Kt. tbM, if not 
positively wrong, is at least useless, Dot prodQciog any ad- 
vantage from it. I will only observe, that the same play amy 
yet succeed, the Adversary having the move; as will be no* 
ticed in the Instruction of the Fourth Opening, at % IV. 
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SECOND DEFENCE OF THE WHITE. 

W. Retires K: B. to Q. Kt, third. * 

6. 
B. Q. P. takes the K. P. 
W. Q. P. retakes the P. 

7. 
B. Q. B. to adverse K. Kt. fourth. 
W. Q. to her third square, to prevent check* 
mate. 

8. 
B. K. Kt. takes K. P. 

W. If he advance K. B. P. one step» Black 
checks with the Q. at adv. K. R. fourth. 
If, instead he play Q. B. to K. third, Black 
takes it with the B., and White retaking 
it with K. B. P., Black gives the said 
pernicious check with Q. art adv. K. R. 
fourth. 
Therefore Q. lakes the Q. 

9. 
B. K. B. takes K. B. P. — checking. 

* The error of the White b in this fifth move, retiring the 
B. or taking Q. P. with K. P.» as nill be seen below; instead 
of which he ought to tabe Q. P. with the said B., as was 
aktady snpposed in the First Defence, 
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W. K. to his B. square.' 

10. 
B. R. takes the Q., having a game won by id 
nature. 



THIRD DEFENCE OF THE WHITE. 



W. K. P. takes the P. 

6. 
B. K. P. another step, to adverse K. fourth. 
W. Q. P. takes it. 

7. 
B. Q. B. to adverse K. Kt. fourth. 
W. Q. to her Kt. third. 

8. 
B. K. Kt. takes K. P. * 
W. If he take the Q. Kt. P. with the Q., Black 
gains the Q. retiring the Kt. to Q. third, 
discovering check from the R. 
And if he play Q. B. to K. third, 

9. 
B. K. Kt. takes K. B. P. 
W. K. takes the K t. 

* If White, at his seventh move, had moved his Q. any 
where else, BUck should still have taken the K. P. with 
his Kt. 
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10. 
B. R. takes the B. 
W. Q. takes the R. 

11. 
B. Q. checks at adverse K. R. fourth. 
W. Covers with K. Kt. P. 

12. 
B. Q. checks at K. B. third, gaining the Q.and 
the game. 

§v. 

W. Q. P. one step. * 

* If White should play the said P. two squares. Black 
takes K. P. with the Kt ; and White taking K. P. with 
Q. P., Black plays K. B. to Q. B. fourth; having a game 
won by its nature. 

Defending K. P. by playing at the second move, Q. P. one 
step, instead of Q. Kt. to its B. third, is not so good a move: 
First, because it shuts up K. B. : Second, because, being often 
obliged to play the said Pawn to Q. fourth, it is doing in two 
moves what could have been done in one only : Third, finally, 
because defending K. P. with Q. Kt., as the most correct 
writers have done, puts a Piece in activity. For which reasons 
Lopes, who used to defend with Q. P., was justly reproved 
by the Academy of Naples, who taught the Q. Kt to be 
moved: and Phiiidor, also, is deservedly censured for fol- 
lowing Lopez in this move, by the Anonymous Modenese in 
kit Critical Letters, registered in LoUi, after the Treatise on 
the Defence. 
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3. 

B. Q. p. two squares. 



FIRST DEFENCE OF THE WHITE. 

W. K. P. takes the Q. P. 

4. 

B. Q. retakes the P. 

W. If he play Q. B. to adverse K. Kt. fourth, 
Black leaps his K. Kt. to adverse K. Kt. 
fourth ; then if White pushes K. R. P. 
one step, or plays K. B. on the Kt., 
Black advances K. P. another step ; and 
will have made a good opening of the 
game. 
And if, instead of the B., he play Q. Kt. to 
its B. third, 

5. 

B. Plays K. B. to adverse Q. Kt. fourth. 

W. Q. B. to Q. second. 

6. 

B. Q. to her own square. 

W. If he play Q. Kt. to R. fourth, Black takes 
it with his Kt., and White taking eitbar 
the B. with the B., or the Kt with the 
P., Black, in either case, plays Q. to 
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adverse Q. fourth, gaiDing at least a 
Pawn. 

And if, instead, he leap the said Q. Kt. to 
adverse Q. Kt. fourth, 

7. 

Retires K. B. toQ. B. fourth, havingamore 
open game. And here I wish to observe, 
that if VThite should play out K. Kt. to 
its B. third. Black leaps his K. Kt. to 
adv. K. Kt. fourth ; then White advancing 
Q. P. one step to Q. fourth, Black, as his 
best move, lakes it with the B., sure of 
remaining with some advantage. 

Further, if, instead of K. Kt. be should 
play K. B. to K. second ; Black moves 
Q. B. P. one step, and White retiring 
the attacked Kt. to its B. third. Black 
will bring his Q. to her Kt. third ; gain* 
ing also a Pawn. 



SECOND DEFENCE OF THE WHITE. 

W. K. B. P. two squares ; as Philidor directed, 

4. 
B. Q. P. takes K. P. 
W. K. B. P. takes K. P. 
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5. 

B. K. Kt. to adverse K. Kt. fourth. 
W. Q. P. another step to Q. fourth. 

6. 
B. K. P. another square, to adverse K. third, 

menacing to play his K. Kt. to advene. 

K.B. second.* 
W. If he play K. B. to Q. B. fourth. Black 

plays K. Kt. to adv. K. B. second ; then 

White playing Q. to K. B. third. Black 

* A better move than that of Philidor, who at his Third 
Party, makes White play at the second move Q. P. one step, 
and Black at this sixth move the K. B. P. two squares; and 
with these two moves, which are not the most happy, be 
pretends to prove that Black lias played badly, at his second 
move, viz. K. Kt. to his B. third. These moves of Philidor 
were also censured bv the Anonvmous Modenese, in his letters 
quoted above, in which he makes the same moves as io the 
present defence. Philidor expresses himself as follows: 

"TROISIEME PARTIE." 

" Commen^ant par le Noir, ou il est demontr^, qu'eo jonant 
le Chevalier du Roi, au second coup, c*est tellement mal joue, 
que I'on ne peut eviter de perdre Tattaque, et de le dooner a 
son Adversaire. 

1. N. Le Pion du Roi deux pas. 
3, De nieme. 

2. i\. Le Chev. du Roi a la troisieme case de son Fou. 
B. Le Pion de la Dame un pas.'' 
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plays Q. to her second square ; sure of 
gaining a Piece for a Pawn. 
And if, instead of the B., he play K. Kt. to 
itsR* third, 

7. 
K. Kt. takes the R. P. 
W. If he take the Kt. with the R., Black plays 
Q. to adv. K. R. fourth, — giving check, 
and ruining the Adversary. 
And if he takeK. P. with Q. B., 

8. 
B. Kt. takes K. B. 

W. If he take the Kt. with the K. he loses the 
convenience of castling, and has a Pawn 
isolated ; and if he take it with the R., 

9. 
Q. B. takes the Kt. and then checks with Q. 
at adv. K. R. fourth, gaining a Pawn with 
a better situation. 
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CHAPTER HI. 



Thi White, decUuing the PUmo Game, at the third 



B. K. P. two squares. 
IF. The same. 

2. 
B. K. Kt. to its B. thiixl. 
W. Q.Kt. to its B. third. 

3. 
B. K. B. to Q. B. fourth. 
W. K. Kt. to its B. third.* 



* If, instead of K. Kt he bad played out Q. to K. second, 
or K. B. third, or had pushed Q. P. one step. Black sbooM 
have regulated himself by the light given in the precediBg 
chapter; and therefore, nie suppose only in this third chapto; 
that White plays K. Kt. to its B. third, which is not a good 
moTe, obliging him cither to double a Pawn, or lose the con- 
venience of castling, or receive some other small, but still 
serions detriment in situation ; Bkick playing as here di- 
rected. 
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4. 

B. K. Kt. to adTerse K. Kt. fourth. 

W. Q. P. two squares. 

6. 

J9. K. P. takes it. 

W. If be retire Q. Kt. to its R fourth, Black 
checks with K. B. at adv. Q. Kt. fourth, 
then White, as his best more, covering 
with Q. B. at Q. second; Black plays Q. 
to K. second, still preserving at least the 
advantage of a Pawn, 
And therefore he takes the doubled Pawn 
with K. Kt. 

6. 
S. Q. P. two squares. * 



^ Instead of this move, some writen direct Black to takt 
K. B. P. witb the Kt. ; wfacDce proceeds a game, which cer- 
tainly puts White on the most servile defence ; yet, playing 
conectly. White will remain superior in force, since he will 
pun aKt. for two Pawns; and therefore, taking K. B. P. with 
Ae Kt at tliis stage of the game, is an unseasonable move, and 
oaly attempted by beginners, not acqnahited with the proper 
d^fcncc* 
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FIRST DEFENCE OF THE WHITE. 



W. K. R. P. one step. 

7. 

B. Is not to take K. B. P. with K. Kt., because 
White would then have a good defence ; 
but plays Q. to K. B. third, and after 
the exchanges which will follow, will 
remain superior at least a Pawn. 



SECOND DEFENCE OF THE WHITE. 

W. Q. B. to K: third. 

7. 

B. K. Kt. takes Q. B. 

W. K. B. P. takes the K. Kt. 

8. 

B. K. B. to adv. Q. Kt. fourth ; thus making 
White double the Q. Kt. P., or if he 
should retire K. Kt. to K. second ; Black 
checks with Q. at adv. R. fourth, after- 
wards gaining K. P. 
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THIRD DEFENCE OP THE WHITE. 

VF. K. B. to K. second. 

7. 
£. K. Kt. takes K. B. P. 
W. K. takes the Kt. 

8. 
B. Q. to K. B. third — checking. 
W, K. to bis third square, to sustain the Kt. 

9. 
B. Q. Kt. to its B. third. 
W. Q. Kt. to adv. Q. Kt. fourth. 

10. 
B. Q. to K. fourth. 
W. Q. B. P. one step. 

11. 
B. Q. R. P. one step. 
W. Q. Kt. to Q. R. third. 

12. 
B. Q, takes K. P. checking. 
JV. K. to his B. second, as his best. 

13. 
B. Kt. takes the Kt. 
W. Retakes the Kt. with Q. B. P. 

14. 
B. B. takes the P. checking; then castles, K. to 

o 
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his Kt. and R. to K. square ; having a 
much better game. 



FOURTH DEFENCE OF THE WHITE. 

W. Kt. takes Q. F. 

7. 
B. Q. B, P. one step. 

W. If he return the attacked Kt. to Q. B. third, 
he will lose the other Kt. without recom- 
pence. 
And if he retire the said Kt. to K. third, to 
put him in exchanjfe, 

8. 
B, As his best move, immediately takes K. Kt. 
with the Q. ; remaining superior by a 
Piece. 



FIFTH DEFENCE OF THE WHITE* 

W. K. P. takes K. B. P. 

7. 
B. K. Kt. takes K. B. P. 
W. If he check with Q. at K. second, Black, a» 
his best, covera with the Q. 
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And if, instead, he take the Kt. with the K. 

8. 
JP. Q. to K. B, third— checking. 
W. If he retire the K. to his square, which 
would be his best move, Black takes the 
Kt. wilh the B. ; having constantly the 
better game. 
But if he go with K. to his third square, 

9. 
jB. Repeats check with Q. at K. fourth. 
W. Covers with Q. Kt. 

10. 
^. Castles, K. to his Kt. and R. to K. square, 
W. Q. to her third square. 

11. 
B. Q. B. to K. B. fourth, retrieving the Kt. 
with an irremediable attack. 



o 2 
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INSTRUCTIONS TO THE BLACK^ . 
ON HIS PROPER DEFENCE, 

THE ADVERSARY HA\1N6 THE MOVE. 



CHAPTER I. 

The White deviating from the Piano Game, at the tetni 

move. 

1. 

W. K. p. two squares.. 
B. The same. 

Here the White can play, 

1. Q. P. one step. 

2. Q. P, two squares. 

3. Q. B. P. gne step. 

4. Q. to adv. K.R. fourth ; and therefore, 



§1. 



2. 



W. Q. P. one step. 
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B. K. B. to Q. B. fourth. 

3. 

W. Q. to K. second. 

B. Q. Kt. to its B. third. 

4. 
IT. Q. B. to K. third. 

B. Q. Kt. to adv. Q. fourth. 

5. 

W. Q. to her second square. 

B. Q. to K. second. 

6. 

IF. Q. B. P. one step. 

B. K. Kt. to its B. third. 

7. 

W. P. takes the Kt. 

B. P. retakes the P. 

8. 

W: The attacked B. to K. B. fourth. 

B. K. B. to adv. Q. Kt. fourth. 

9. 

W. Covers the Q. with the Kt. 

B. P. takes the Kt., and White retaking the P. 

with the P., Black remains with a game 

equal, certainly, in Pieces, but better 

situated. <( 

* Tlie present pmgnph is giTCO, ander the idc* that 
White plays Q. P., to bring oat Q. B. to K. third, tb«nce to 
obUfe Bhck to exchange Bishops. 
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§11. 

W. Q. P. two squares. 
B. K. P. takes it. 

3. 
W. Q. takes the P. 
B. Q. Kt. to its B. tbird. 

4. 
W. Q. to her own square; where she cannot be 
annoyed, nor obstruct her own Pieces. 
B. K. B. to Q. B. fourth. 

Here White may try two methods of playing. 

In the first place, 
5. 
ir. K. D. to Q. B. fourth, threatening to take 

Two others of the same kind are explained ia the Foarth 
Opening; one in Chap. I., Black haying the moTe; the 
other, which verifies itself with greater vivacity^ and more 
advantage to the Black, is in § I. of the Instmctions to ^ 
Blacky the Adversary having the move. Here, however, it 
may be needful to observe, that if White, at his fifth move, 
had retired his Q. to her own sq. instead of to her seeood sq.» 
Black ought not to withdraw from the exchange of BitbofM^ 
but should retire the Kt. from the attack of the Adversan't 
Pawn. 
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K. B. P. with the B., and subsequently 
check with Q. at adv. Q. fourth. 

B. K. Kt. to its B. third. 

6. 

W. If be play Q. B. to adv. K. Kt fourth, 
Black takes K. B. P. with K. B.— check- 
ing; having in view the other check with 
the Kt., who takes K. P. 
If, instead of the B., he also plays K. Kt. to 
its B. third. Black, by playing Q. to K. 
second, gains, at least, a Pawn, whatever 
White may do. 
Therefore, he plays Q. Kt. to its B. third. 

B. Q. to K. second, having, at least, an equal 
game. * 

In the second place^ 
5. 
W. K. Kt. to its B. thii-d. 
B. The same. 

• And here I would observe, that if White, at the following 
moTe, should play Q. B. to adv. K. Kt. fourth. Black 
triDy nevertheletft, take K. B. P. with K. B. — checking; and 
White, taking the B. with the K., Bhick will give check with 
the Q. at her Bishop's fourth ; then, if White should cover the 
check. Black takes K. B. ; and if he should move the King, 
Black takes Q. B. ; having a Pawn in advantage, and a better 
gam^. 
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6. 

W. If he play Q. B. to adv. K. Kt fonrth, k 
u'ill do wrong, for the reason giyen ilxM 
at the sixth move ; and if he defend K. 
P. with the Q. Kt., or push die said P. 
-one step, Black, by leaping K.Kt toad?. 
K. Kt. fonrth, will gain at least a Pawn; 
therefore, it would be better if White, tt 
this sixth move, should play K. B. to Q. 
third, and will have a secure game. 

§ in. 

2. 

W. Q. B. P. one step. * 
jB. Q. P. two squares. 

Here White can play in two waj^s, viz. 

In the first place^ 
3. 
^V. K. P. takes Q. P,, as Philidor supposed. 

t Philidor m bis Fourth Party, pretends that be who bad the 
first move caoDot, at his second move, play Q. B. P. one 
step ; otherwise, he loses the attack, and probably the game. 
This proposition is assayed very courageously, by the Anonj- 
mous Modenese, in his letters quoted before : and, theicfore> 
in this paragraph are explained the moves of both tuthon. 
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B, Q. takes the P. 

4. 
W. If iie play Q. P, one step, Made plays K. 
B. P. two squares ; having a better situa- 
tion of the game, by bis two I^wns at 
the fourth sq. ; and if he play the said 
Q. P. two squares, 
B. P. takes the P. 

5. 
W. Q. B. P. retakes the P. 
£. Q. B. P. two squares. 

6. 
W. Q. B. to K. third. 
B. P. takes the P. 

7. 
W. Q. takes the P. 
B. Q. takes the Q. 

8. 
W. B. takes the Q. 
B. Q. Kt. to its B. thinl. 

In the second place, 

3. 

W. K. Kt. to its B; third, as, with more reasou, 

was supposed by the Anonymous Mode> 

nese. 

B. If he take the P. with the P. White checks 
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with Q. at her R. fourth ; taking afitf- 
wards either the doubled P. with the Q., 
or K. P. with the Kt, according to the 
manner he covers. Therefore he pfatn 
Q. B. to adv. K. Kt. fourth. 

4. 

W. K. P. takes the Q. P. 

B. If he push K. P. one step on the Kt., White 
frees him by checking with Q. at her R. 
fourth. And therefore, instead, he takes 
the P. with the Q. 

5. 

W. Q. checks at her R. fourth. . 

B. Covers the check with Q. B. * 

6. 

W. Q. to her B. fourth, provoking his Adver- 
sary to exchange Queens; secure of 
being able to open opportunely, by 
playing Q. P. two squares, without any 
danger. 

• Which is better than coveriDg this check iiith Q. at her 
second square ; because, White bringing his K. B. to ad?. 
Q. Kt. fourUi, and Black pushing Q. B. P. one step. White 
takes K. P. with the Kt.; by which he would remain with a 
Pawn more, and have a better game. 
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§IV. 



2. 
W. Q. to adv. K. R. fourth. 
B. K. Kt. to its B. third. 

3. 

W. Q. takes K. P.— checking. 

jB. K. B. covers at K. second, then castles K. 
to R., and R. to K. sq., leaving to the 
White, not a little difficulty, to preserve 
the Pawn in advantage, and to defend 
himself against the attack with which he 
is threatened. 
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CHAPTER II. 



White dulining ike 



Game at the 



1. 

W. K. P. two squares. 
B. The same. 

2. 
W. K. Kt. to its B. third. 
B. Q. Kt. to its B. third. 
Here White can play, 

1. K. B. to adv. Q. Kt. fourth. 

2. Q. p. two squares, and therefore, 



§1- 



3. 
W. K. B. to adv. Q. Kt. fourth. 
B. Although he can come out with K. B. to Q. 
B. fourth, it is more expeditious for 
him to push one step Q. R. P. 

4. 
W. K. B. takes Q. Kt. 
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B. Q. P. fakes the B. 



5. 



W. K. Kt. takes K. P. 

B, Q. to adverse Q. fourth, 

6. 
W. K. Kt. to its fourth sq., as his best move. 
B. Q. B. takes K. Kt • 

7. 
W. Q. retakes the B. 

JB. K. Kt. to its B. third ; having a game not 
inferior to his Adversary. 

S II. 

3. 
W. Q. P. two squares. 
B' To avoid various attacks, the Kt. takes the P. 

4. 
W. If he take the Kt. with the Kt., Black re- 
takes the Kt. with K. P. 
But if, instead of the Kt., he take K. P., 
B. Is not to play K. B. to Q. B. fourth ; be- 



• Or he can take the P. with the Q., but not yet bring out 
K. B. to Q. B. fourth ; because White castling alia CaltArista, 
Black could not then take K. P. with the Q. ; as White, in 
that case, would play K. R. to K. square. 



222 ERCOLE DAL RIO ON CHESS. 

cause White would do the same, obligiug- 
Black, as his best, to retire Q. Kt. to K. 
third ; when AVhite would take it with 
his K. B. ; having afterguards a very ad- 
vantageous game : but he is iofimediately 
to retire the said Kt. to K. thipd. 

5. 

W. K. B. to Q. B. fourth. 

Ji. Is not to do the same, for the reason given 
above ; neither is he to push Q. P. one 
step, from the loss which would follow 
by White checking with K. B. at adv. 
Q. Kt. fourth ; but is to play Q. to K. B. 
third. 

6. 

ir. The attacked Kt. to its fourth square, on 
the adv. Q. 
B' Q. to K. Kt. third, attacking the adv. K. 
P., and thus will have time to bring out 
his Pieces -on the King's side; afterwards 
to castle, with an equality in the game. 
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FOURTH OPENING 

OF 

GAMES, 

IN WHICH THE KING'S BISHOP IS ALWAYS PLAYED TO 

QUEEN'S BISHOPS FOURTH, 

At Uie tecoiMl mure, after the two Kiog't Pawns. 



WITH 



A FINAL INSTRICTION TO THE BLACK, 

ON HIS PROPER DEFENCE. 
THE ADVERSARY HAVING THE MOVE. 



Our game is not so circumscribed, that all its 
artifices may be included in Piano Games, either 
executed by both the parties, or attempted by 
one party only ; as has been the case until now. 
Many, and remarkable are the snares, which are 
yet interwoven in the other Openings; and, es- 
pecially, in that of bringing into the field, at 
the second move, the King's Bishop to the 
Queen's Bishop's fourth ; the best move which 
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can be made, where it is not wished to [&j 
out the King's Knight to the Bishop's third. 

These irregular games, proceedings from bin 
who has the first move, are the subject of the 
present opening ; and will be equally pleasiiijp 
and instructive a& those already shewn : so that 
(except the King's Gambit,) they will finish bj 
instructing the student in the principal 
which may be practised from the King's 
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CHAPTER I. 



nu IFXtfc «iMwerJii^ the seeond movt of the BUuk, by 

pushing Q. P. one step. 



1. 



9. K. P. two squares, 
ly. The same. 

2. 
9. K. B. to Q. B. fourth. 
V. Q. P. one step. 

3. 
9. Q. Kt. to its B. third. 



FIRST DEFENCE OF THE WHITE. 



V. Q. B. P. one step. 

4. 
9. Q. P. one step. 
V. Q. Kt. P. two squares. 

5. 
h Q. Kt. takes the said P. 

p 



*23B ERCOLK DAIi UO OX CHBSft. 

IF. P. takes the Kt. 

6. 
Ji. K. B. to adv. Q. fourth ; gaioing a Pieci 
and the game. 



SECOND DEFENCE OF THE 'WBflE. 

W. Q. to K. second. 

4. 
B. The same. 
W. Q. B. to K. third. 

5. 
B- Q. Kt. to adv. Q, fourth. 
W. Q. to her second square. 

6. 
B. K. R. P. one step. 
W. Q. B. P. one step.' 

7. 
B. K. Kt to its B. thirtt. 
W. P. takes the Kt. 

8. 
B. P. takes the P. 
W. Q. B. to K. B; fourth. 

9. 
B. K. B. to adverse Q. Kt. fourth, attack! 
the Queen. 
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Vf^^ Is obliged to cover with Q. Kt. 

10. 
JB. P. takes the Kt. 
VVT. P. takes the P. ; remaining witli a game 

equal, as to Pieces certainly ; but inferior 

in situation. ^ 

* If the White^ at the fifth move, hid played Q. to her own 
square, Bbck should not leave the Kt. en priu of the P., but 
shoald retire it; aUovring the exchange of Bishops to take its 
<rourse. 
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CHAPTER II. 



The White answering the second move of the Bfm€k, hf fitt- 
ing K. Kt. to its B. third. 

1. 

B. K. P. two squares. 
W. The same. 

2. 
B. K. B. to Q. B. fourth. 
W. K. Kt. to its B. third. 

3. 
B. The same ; as a more covered move. 
W. If he play Q. Kt. to its B. third, Black leaps 
his K. Kt. to adv. K. Kt. fourth, making 
the moves indicated in the Third Opening 
at Chap. III. 
Besides this, White can answer in three 
other manners, viz. 

1. Q. p. one step. 

2. Q. to K. second. 

3. Kt. Kt. takes K. P.— Therefore, 
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Q. P. one step. 

4. 

K. Kt. to adv. K. Kt. fourth. 

Q. P. another step. 

5. 

K. P. takes the P. 

If he retake the P. with the Kt., Black, by 
playing Q. to K. B. third, gains a P. at 
least ; therefore, he moves K. R. P. one 
step on the Kt. 

6. 

iletires the attacked Kt. to its B. third. 

If he play Q. B. to adv. K. Kt. fourth, 
Black plays K. R. P. one step, attacking 
the said B., and then the Kt. P. two 
squares; and will remain superior at 
least a Pawn. 

Therefore he advances K. P. one step on 
the Kt. 

7. 

..eaps the attacked Kt. to adv. K. fourth. 

it. takes the doubled P. 



230 



£RCOL£ DAL RIO ON CHESS. 



8. 



B. K. Kt. takes K. B. P. ; secure of recovering 

the Piece, with profit. ♦ 



§11. 



W. Q. to K. second. 



4. 



B. Nevertheless plays K. Kt. to adv. K. Kt, 

fourth. 
W, Q. P. two squares. 

o. 
B. K. P. takes the P. 
W. Kt. retakes the P. 

G, 
B. B. takes the Kt. 
W. Q. takes the Kt. 

7. 
B. Q. to K. B. third ; secure uf gaining ai 
least a Pawn. 



§ HI 



ir. Kt. takes K. P. 



^ 1'hc error of llic White io Ibis Defence, lies ia defeudiflg 
liis K. P. at the third move ; it would be better for him to 
t»ke K. P. with the Kt as io paragraph III. 
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4. 

9. Q. to K. second. 
W. Q. P. two squares. 

5. 
B. Kt. takeis K. P. 



WRST DEFENCE OF THE WHITE. 



W. Q. P. takes the B. 

6. 
S. Q. takes the Kt., tlireatening a check by 
discovery ; attacking also the doubled. 
Pawn. 
W. Q. to K. second. 

7. 
S. Castles, K. to his Kt., and R.' to K. sq. ; se- 
cure of afterwards gaining the said Pawn.. 



SECOND DEFENCE OF THE WHITE. 

W. K. B. to Q. B. fourth. 

6. 
B. Castles, alia Calabrista, 
W, Q. B. to K. third. 

7. 
B. Retires K. B. to Q. Kt. third, threatening 




232 ERCOLE DAL RIO OM CMBBS. 

also to check with Q. at adverse Q. Kt. 
fourth. 
W. Q. B. P. one step- 

8. 
B. The same ; thence to push Q. P. two sq. 
W. Q. to adverse K. 11. fourth. 

9. 
B. Q. P. two squares ; both parties having ^ 
strong and secure game. 
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CHAPTER III. 



The White muwering the second move of the Blacky hy 
mUo playing K. B. to Q. B. fourth. 

1. 

B. K. P. two squares. 
W. The same. 

2. 
B. K.B. to Q.B. fourth. 
W. The same. 

3. 
B. Q. B. P. one step. 

W. If he do the same, Black pushes Q. P. two 
squares ; making a better opening than 
his Adversary. * 
And, therefore, he plays out K. Kt. to its 
B. third. 

* Since White, as his best move, taking Q. P. with K. P., 
Black takes K. B. P. wiUi K. B., checking ; then if White 
do not take the B., Black takes K. Kt. with the B. ; and if 
he do take the B. with the K., Black checks with Q. at acJT. 
K« R. fourth, recovering the B., with a better iituation. 
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4. 

B. Still pushes Q. P. two squares. 



FIRST DEFENCE OF THE WHITE. 

W. Retires K. B. to Q. Kt. third. 

5. 
B. Q. P. takes K. P. 
W. K. Kt. takes K. P. 

6. 
B. K. B. takes K. B. P.— clieckiiig. 
Here White can answer in three ways : — 

In the first place, 
W. K. takes the B. 

7. 
B. Q. to adverse Q. fourth— checking. 
W. Moves his K. tfhere he pleases. 

8. 
B. Q. takes K.Kt. ; having a game won by i 
nature. 

In the second place, 
W. K. to his B. square. 

7. 
B. Q. to K. B. third. 
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W. U he take K. B. P. with the Kt., Black re- 
tires K. B. to K. K. fourth, discovering 
check by theQ. ; by which White will be 
mated in another move, or will lose 
the Queen, 
If he take the 6atd P. with K. B., checking. 
Black moves his K. to his second square; 
gaining a Piece in the end. 
Finally, if he retire the Kt, to its fourth 
square, 

8, 
B. Q. B. takes it. 
W. Q. takes the B. 

9. 
S. K. B. to adv. Q. fourth, discovering check 

by the Queen. 
W. K. to his square. 

10. 
£. Q. to adverse K. B. second — checkiusr. 
W. K. to Q. square. 

11. 

£. K. B. P. two squares ; having a much su- 
perior game. 

Jn the third pktcej 
W. K. to his second square. 
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7. 
B. Q. to adv. Q, fourth. 
W. If he take K. B. P. with the Kt., Black, by 
checking with Q. B. at adv. K. Kt. fourth, 
gains the Adversary's Queen. 
And if he take the said P. with K. B.-. 
checking, 

8. 
B. K. to his second square. 
W. B. takes the K. Kt. 

9. 
B. K. R. lakes K. B. 
W, K. 11. to its B. square. 

10. 
B' Tlic same ; and will have a game won hyits 
nature. 



SECOND DEFENCE OF THE WHITE. 

W, p. takes tlie P. as his best move. 

5. 
B, Does not retake it, but advances K. P. one 
step. 
Here White can answer in three manners. 
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In the first place^ 
W. Pushes Q. P. two squares. 

6. 
B. P. takes the Kt. 
W. P. takes the B. 

7. 
jB. Q. to adverse K. R. fourth, attacking the 
B. ; taking, in the sequel, the Kt. P. with 
his, and incommoding his Adversary very 
much. 

In the second place j 
W. Q. to K. second. 

6. 
B. The same ; obliging the adverse Kt., as his 
best move, to return to his square. 
Black can likewise take the doubled P. with 
Q. B. P. ; having in every case the better 
game. 

In the third place, 
W. K. Kt. to adverse K. fourth. 

6. 
B. K. B. takes K. B. P.— checking. 
W. K. takes the B. as his best. 

7. 
B. Q. checks atK. B. third. 
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W. If he move the K., Black takes the Kt. with 
Q. ; and, coTering with the Kt., 

8. 

jB. p. takes the Kt., threatening afterwards a 
check with the Q. at adverse Q. foarth, 
or adverse K. R. fourth ; by which be 
will still have a very good game. ^ 

* Whit€y to a?oid this disordery ought, at his tbifd mofe, 
to play out his Q. Kt. to its B. third, to restrain the Black 
from now pushing Q. P. two squares ; or the White might 
also come with his Q to K. Kt. fourtli, — a move which ren- 
ders more secure, and more speedy, the equality of the g^mc; 
accordmg to the Defence which will be made at § HI. of the 
Instructions to the BlacJc, where the Adversary has the first 
move. 
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CHAPTER IV. 



"tlu Jt'hile Mnnoering the second mote of the Black, hy 
pUifing Q. to K, B. third tquare. 



I. 



9. K. P. ttvo squareB. 
W. The same. 



2-. 



B. K. B. to Q. B. fourth. 
IF. Q. to K. B. third 

3. 
B. K. Kt. to its B. third. 
IF. If he play Q. to K. Kt. third, Black cas- 
tles, K. to his Kt. square, and R. to B^ 
square; as fvas aoticed in the Third 
Opening, Chapter II. § IV. 
' And if he play K. B. to Q. B. fourth, 

4. 
B. Castles, K. to his Kt. square, aud R. to K. 

square. 
IF. Q. P. one step. 

5. 
B. Q. P. two squares, becoming the same game 




240 ERCOLE DAL RIO ON CHBSS- 

as in the Third Opening, Chapter II., 
§ IV.: only that the second and third 
moves are played in a difierent order. 

And I would observe, as to the first forct 
of the White, viz. playing Q. to K. Kt. 
third square, at his third move, that it 
verifies itself still, where White has the 
first move ; as is noticed in the said Third 
Opening ; and as is shewn in the Instruc- 
tions to the Black in the present. 

I will only add here, that if W'^hite, at his 
fourth move, instead of the Q. P. should 
have played K. Kt. to its R. third, or to 
K. second, Black should still push Q. P. 
two squares. 
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INSTRUCTIONS TO THE BLACK, 
ON HIS PROPER DEFENCE, 

THE ADVERSARY HAVING THE MOVE. 



1. 

W. K. P. two squares. 
J9. The same. 

2; 
W. K, B, to Q. B. fourth. 
J9. The same. 

Here White can try five methods, viz. 

1. Playing Q. P. one step. 

2. Q. P. two squares. 

3. Q. B. P. one step. 

4. Q. to K. B. third. 

5. Q. to adverse K. R. fourth. 

3. 
W. Q. P. one step. 
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B. K. R. p. one step. 

4. 
W. Q. to K. second. 
B. Q. Kt. to its B. third. 

5. 
W. Q. B. to K. third. 
B. Q. Kt. to adverse Q. fourth; 

6. 
W. Q. to her second square. * 
B. Q. to K. B. third. 

7. 
W. Q. B. P. one step. 
B. Q. R. P. two squares. 

8. 
W, Q. B. P. takes Q. Kt. 
B. K. P. takes the P. 

9. 
W. Q. B. to K. B. fourth. 
B. K. B. to adverse Q. Kt. fourth. 

10. 
W. Covers the Q. with Q. Kt. 
B. P. takes the Kt. 

* If White, at this sixth move, had played Q. to her on 
square. Black should have played Q. to K. second, io defience 
of his own B. ; since he could not prevent the exchange of B. 
without loss, by leaving his Kt. en priu, when attacked b; 
the adverse Pawn. 
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11. 

W. Q. to K. third, in defence of the B. 

B. P. takes Q. Kt. P« discovering check, and 

attacking Q. R. 

12. 
W. Moves his K. where he wilL 
B. Q. takes the B. 

13- 
W. Q. takes the Q, 
B. P. takes the R. becoming aQ« ; and having 

a game won by its nature. 

§11. 

3. 
%V. Q. P. two squares. 

B. Is not to take the P. with K. P., because he 
would lose the advantage of castling. 4( 
But, as his best, takes the said P. with the B. 

4. 

W. If he pusli Q. B. P. one step on the B., 

Black must not retire the B. to Q. B. 

fourth ; because White would take K. B% 

P. with K. B. giving check ; having in 

* White taking K. B. P. with K. B., having m view to check 
with Q% at adverse K, R. fourth. 

«2 
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Tiew, the subsequent check with Q. at 
adverse Q. fourth ; but he retires tbe K. 
B. to Q. Kt. third. 
And if he play K. Kt. to its B. third, 
B. Q. Kt. to its B. third. 

5. 
W. If he bring K. B. to adverse Q. Kt. foa^ii^ 
Black plays Q. to K. B. third ; and will 
pre serve the Pawn in advantage. 
And, rather, playing K. B. P. one step on 
theB. 
B. Must not retire the B. to Q. B. fourth, for 
the reason given above ; but is to play it 
to Q. Kt. third. 

6. 
W. If lie now play K. B. to adv. Q. Kt. fourth, 
Black answers the move as above. 
If, instead, he play Q. B. to adv. K. Kt. 
fourth. Black covers the Q. as his best, 
with K. Kt. to B. third. 
Finally, if he play K. Kt. to adverse K. Kt. 
fourth, 
B. K. Kt. to K. R. third. 

7. 
W. Q. to advei-se K. R. fourth. 
B. Q. to K. B. third ; which, in the sequel, he 
can put in exchange at K. Kt. third; 
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cODStantly preserving the advantage of a 
Pawn. 

§111. 

3. 

^. Q. B. P. one step. 

. Is not to do the same; nor to play K. Kt. to 

its B. third : not to subject himself to the 

attack of Chapter IV. of the present 

Opening; but is to play Q. to K. Kt. 

fourth.* 

4. 
\ If he play Q. P. two squares, Black, taking 

K. Kt. P. with the Q., remains superior 

at least by one Pawn. 
Benides this, White can play other two 

moves. 

1. Q. to K. B. third. 

2. K. Kt P. one step; therefore 

Black is not to do the same; because White would push 
*. two squares ; and Black, for the best, taking it with K. 
iVhite would take K. B. P. with K. B. checking, having 
ewthe successive check with Q. at adv. K. R. fourth; 
recovering the B., with a better situation; which was 
loticed by Bertin, Game 20, |)age 40. 
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Firstly, viz. 
W. Q. to K. B. third. 
B. Q. to K. Kt. third, in defence of K. B. R 

6. 
W. If he play K. Kt- to its R. third, to be 

epabled to castle. Black leaps his K. Kt. 

to K. second ; then he also castles, K. to 

his R. and R. to B. square : having a 

game not inferior to his Adversary. 
And if, instead, he play the said Kt. to K. 

second , to push afterwards Q. P. two 

squares, 
B. Plays Q. P. one step. 

6. 
W. Q. P. two squares. 
B. Must not play Q. B. to adv. K. Kt. fourth; 

but retire K. B. to Q. Kt. third: after 

which he can bring out K. Kt. to K. 

second, to ra&tle, K. to his R. and R. 

to B. square : having still a good 

game.* 

* I have said that he ought not to plaj Q. B. to ad^. K. 
Kt. fourthy though it may appear a good mo^e ; because White 
would take K. B. P. with the B. checking, and gainbg thus 
a Pawn ; which was not noticed by the Anonymous Mo- 
dcnese, in paragraph third, of Chapter V. on the Defence. 
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Secondly, tiz. 
4. 
W. K. Kt. P. one step. 
B. Still retires Q. to K. Kt. third. 

5. 
W^ If be pushQ. P. one step. Black does the 
same. 
And if, instead, he defend K. P. with Q. at 
K. second. 
B. Q. P. one step, to restrain theK. Kt. 

6. 
W. If he bring out the said Kt. to its B. third, 
B. Q. B. to adv. K. Kt. fourth, on the Kt., 
threatening also to re-double the attack, 
by playing Q. to the R. fourth. 

§IV. 

3. 
W. Q. to K. B. third. 
B. K. Kt. to its B. third. 

4. 
W. If be play Q. to K. Kt. third. Black castles, 
K. to bis R. and R. to B. square, pro- 
ducing the force noted above, at the be> 
ginning of Chapter IV. 
And, playing K. Kt. P. two squares. 
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B. Q. P. two squares. 

6. 
W. If he push K. Kt. P. another step, 
B. Is not to take the B., but takes K. P. with 
the Kt. : and doing otherwise in one of 
these two moves, the Black would haf€ 
^^ a bad game.* 



5V. 



3. 

W. Q. to adverse K. R. fourth. 
B. Q. to K. second, 

White can now play, 

1. Q. Kt. to its B. third. 

2. K. Kt. to its B. third — and therefore, 

In the first placCy 
4. 
W. Q. Kt. to its B. third. 

* Note, that if White, at his fourth move, instead of K. Kt 
P. had pushed Q. Kt. P. two squares. Black must not take 
it with the B., because White would take K. B. P. with the 
B., and Black taking the B. with the K., White would briog 
his Q. to her Kt. third, recovering the Piece, with the ad- 
vantage of castling : or he could, at his fifUi move, plajf Q. 
to the said Kt. third : but Black must have retired the at- 
tacked B. to the Kt. third. 
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B. K. Kt to its B. third. 

5. 
W. Q. to adverse K.Kt. fourth. 
B. Q. B. P. one step. 

6. 
W. Q. takes K. Kt. P. « 
B. K. R. to its Kt. square, on the Q. 

7. 
W. Q. to adverse K. R. third. 
B. If he will not take K. B. P., having in view 
the successive check with the Kt. at ad- 
verse K. Kt. fourth, if White should take 
the B. with the K. ; he pushes Q. P. two 
squares on the B. 

8. 
W. If he take the P. with the P., or if he retire 

the B., he loses the Q., — because 
B. K.B. takes K. B. P.— checking. 

9. 
W. If he take the B. with the K., Black checks 
with the Kt. ; by which White loses the 
Q. ; and, retiring anywhere, 
B. K.R. to itsKt. third, also gaining the Q.f 

* The error of the White is in this move: in lieu of which, 
he oaght to advance Q. P. one step, or play out K. Kt. to its 
B. third. 

t And tbas White is obliged, at the sixth move, to lose the 
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In the second places 
4. 
W. K. Kt. to its B. third. 
B. The same. 

Here White can play Q. to adverse K. Kt. 
fourth ; or take the K. P. with the Q. 

Firstly, viz. 
5. 
W. Q. to adverse K, Kt. fourth. 
B. Q. P. one step. 

6. 
W. Q. takes K. Kt, P. 
B. K. R. to its Kt. square. 

7. 
W. Q. to adverse K. R third. 
B. K. B. takes K. B. P.— checking. 

8. 
W, If he take the B. with the K., he loses the 
Q. by the check of the Kt. at adv. K. Kt. 
fourth. 
And if he move the K. 
jB. K. R. to its Kt. third, also gaining the Q. 

B., in order to preserve the Q., by pushing Q. P. one sqaaie; 
to open a retreat, where she may shelter herself. 
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Secondly, viz. 
5. 
W. Q. lakes K. P. : which is better. 
B. Yi. B. takes K. B. P.— checking. 

6. 
W. If be take it with the K:, he loses the K. by 
the check of the Kt. at adverse K. Kt: 
fourth. 
Therefore, as his best, moves K. to Q. sq. 
B. Q. takes the Q. 

7. 
W. Kt. takes the Q. 
B. Retires the B. to adverse Q. fourth. 

8. 
W. If he take K. B. P. with K. B., Black, play- 
ing K. to his second square, gains a 
Piece. 
And if he take the said P. with the Kt., 
B. Q. P. two squares. 

9. 
W. If he take K. R. with K. Kt., or the P. 
with the P., he remains, after the ex- 
changes, inferior in force ; 
But as his best, he takes the P. with the B. 
B. Kt. takes the B. 

10. 
W. Kt. takes the K.R. 



2ft2 
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B. Retires the attacked Kt. to the B. third; 
then brings out the Q. B. and Q. Kt. 
to open the Q. R. on the ad verse Kt. ; 
after taking it becoming equal in force, 
with a good game. 
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FIFTH OPENING 



ON THE 



KING'S GAMBIT, 



WITH 



A FINAL INSTRUCTION TO THE BLACK 
ON HIS PROPER DEFENCE : 

THB ADVBRSARY HAVING THB MOVE. 



All the Authors, except Damiano, have rea- 
soned on the King's Gambit ; but no one has 
bestowed a thought of tracing the idea of its In- 
ventor. The quality, however, of this Opening, 
demonstrates, (hat the Inventor, whoever he 
might be, considered, principally, that the re- 
moval of the adverse King's Pawn, from the 
fourth square, caused a good order of the game ; 
because there he is of greatest importance ; and, 
especially, prevents the King's and Queen's 
P^wns being posted equally at the fourth squares. 
To attack the said adverse King's Pawn, he found 
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the King^s Bishop's Pawn most conTienknt: 
since this often serves only to prevent or reiard 
the attacks which might be made with the King^s 
Rook, placed in the Bishop's square ; and there- 
fore he judged it good play, at the second moTe, 
to push the said Bishop's Pawn to its extent, 
putting it en prise of the adverse King^s Pkwn; 
with the confidence, either of recovering it, or 
of becoming compensated in another shape, 
with a superior situation. As, then, the Advep 
sary, after having taken the said Bishop's Pawn, 
threatens a pernicious check with the Queen, at 
the first Player's King's Rook's fourth ; thus he 
who plays the Gambit ought, for his best, at 
the third move, to play out the King's Knight to 
the Bishop's third ; whence succeeds a most ani- 
mated conflict, full of dangers and vicissitudes, 
which, at every move, change the aspect of the 
battle, and promote a thousand artful stratagems 
on the one part, to preserve the Pawn in ad- 
vantage ; and, on the other, to recover it with a 
better position. 

Although Philidor declares, the King's Gam- 
bit to be an indifferent game, which, by its 
nature, produces neither profit, nor injury ; yet 
Stamma and Salvio, with the best Academi- 
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cia.118 of Italy, and recently the most accurate 
AnoDymous Modenese, think differently ; holding 
it a pernicious game for hiui who attempts it; 
since he necessarily remains a Pawn inferior, 
^v^ithout compensation. It notwithstanding pro- 
duces many moves of supreme skill and subtlety, 
^tiich demand still greater study and circum- 
si>€ction, than in the Piano Games. Following 
the order of the other Openings, I give, in the 
^nst place, the move to the Black, to demonstrate 
to him, the methods most insidious, and least 
'•^dicated by other authors, to profit from the 
■^^ defence of the enemy; pointing out after- 
^«uds, in the Instruction, the most speedy and 
'Ure mode of answering the moves, when the 
id game is played by the White Adversary. 
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CHAPTER I. 



Tie mite muwering the third mote ef the Blatk, hf 
playing Ki B. to K. teamd sjmmre. 

1. 

B. K. P. two squares. 
JV. The same. 

2. 
B. K. B. P. two squares. 
W. K. P. takes the P. 

3. 
B. K. Kt. to its B. third. 
W. K. B. to K. second. 

4. 
B. K. B. to Q. B. fourth. 
W. K. B. to adverse K. R. fourth — checking. 

5. 
B. Covers with K. Kt. P. one step. 
W. Doubled P. takes K. Kt. P. 

6. 
B. Castles, K. to his R. and R. to B. square. 
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FIRST DEFENCE OF THE WHITE. 

W. Doubled P. takes K. R. P. 

7. 
B. K. B. takes K. B. P. checking. 
W. If he moTe K. to his second square. Black 
gains the B. taking it with K. ILU 
If he take the B. with the K., Black takes 
the B. with the Kt— -discovering check 
with the R. ; and with a very good at- 
tack. 
And if he move K. to his B. square. 

8. 
A. Retires KL B. to Q. Kt third, intending to 
gain the B« with the Kt. — discovering 
check with the R. 
W. If he move back K. B. to K. second, Black 
leaps K. Kt. to adverse K. Kt. fourth, 
thence to adverse K. B. second; gaining 
at least a Rook. 
If, instead he retire the said B. to its third 
square. Black advances K. P. one step, 
gaining the B. ; or plays as above di- 
rected, 
Therefore he moves K. to his square. 
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9. 

B. K. Kt. to adverse K. fourth. 

W. If be play K. Kt to the R. third, Black 

checks with Q. at adv. K. R fourth; 

then if White cover with Kt. P. he loeei 

the Kt, and remaios inferior in situation; 

and if he retire the K. to his second 

square, he is mated in a few moves. 
And if, instead of K. Kt. to its R. third, 

White plays Q. to K. second squuie, 

10. 
B. Leaps his K. Kt to adverse K. B. second. 
W. Q. takes K. P. checking. 

11. 
B. Covers with Q. at K. B. third, secure still 

of gaining the R. with a game won by its 

nature. 



SECOND DEFENCE OF THE WHITE. 

W. K. Kt. to its R third. 

7. 
B. Q. P. two squares. 

W. If he leap bis K. Kt. to adv. K. Kt fonrtb, 
to withdraw him from the attack of Q. B., 
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and at same time threatening a check, 
Black prevents him taking K.B. P. with 
the B. ; then if White take the B. with his 
K., Black gives double check, playing 
K. Kt. to adverse K. fourth, and then 
takes the Kt. with the Q. having a game 
won by its nature : and if White should 
not take the B. but play K. to his B. 
square. Black takes the doubled P. with 
his K. R. P. ; and will have a much su- 
perior game, with a very fine attack. 
But, if instead of K. Kt. to adverse K. Kt. 
fourth, he should play Q. to K. B. third, 
to prevent doubling the Kt. P. on the R. 
file, provided Black should take the said 
Kt. with Q. B. 

8. 
B. K. Kt. to adverse K. fourth. 
W. Q. to her Kt third. 

9. 
B. K. R. P. takes the doubled P. 
W. B. retakes the P. 

10. 
B. K. Kt. takes K. B. P. 
W. If he play K. R. to its B. square. Black 
takes the Kt. with the Kt., and White 

R 3 
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howsoever be may play, will reminkier 
of a Piece at least. 
And, if instead, he take th« Kt. with theb. 

11. 
£. Retakes the Kt. with the B. ched[iDg. 
W. K» to his B. square, as his best more. 

12. 

B. K. B. toadver8eQ.foarth,di8co¥eriDgcbedk. 
W, K. to his own square. 

13. 
B. Q. checks at adverse K. R. fourth. 
W. If he cover with Q.y he loses her by the 
check of the B., and if he cover with 
the P., Black retiring Q. to K. B. third, 
will make an irresistible attack. 



THIRD DEFENCE OF THE WHITE. 

W. Q. P. two squares ; which is the best defence 

in this chapter. 

7. 
JB. K. B. takes the P. 
W. Q. B. to adverse K. R. third, as his bat 

move. * 

^ If before he pby this B., White thinki it better to pvsk 
Q. B. P. one step, to remove the adv. B; firooi thfcttcMg 
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8. 
K Must not take Q. Kt. P. with K. B., because 
White would check with the doubled P., 
and Black moving the K. to his Kt. 
square, White takes the R. with the P. ; 
then if Black do not take the R. witli 
the K. B. he is already ruined ; and if 
he do take it, White mates him quickly 
by checking with K. B. at adr. K. B. 
second, and declaring at same time the 
suspended P. a R. 
But, as his best, certainly takes K. B. with 
theKL 
K. If he take the Kt. with the Q., Black takes 
the doubled P. with his R. P., and then 
plays Q. to K. B. third ; which in the 
sequel will leave him superior at least a 
Pawn. 
But, if instead, he take the R. with B. 

9. 
• Q. retakes the B. 
^ Q. takes the Kt. 

10. 
. Q. takes K. B. P. checking. 

I R. ; Black profits by tlie time which White loses by this 
¥r, sod takes K. B. P. with the K. B. checking; aod will 
kt an attack, which will oot conclude without profit* 
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W. K. to his Q. square. 

11. 

B. Q. checks at adverse B. square. 

W. K. to Q. second. 

12. 

B. Q.takesK.Kt. P.— checking; then Whitew 
his best, covering with the Kt. at K. 
second, Black will take the other P. in 
the said Kt. file; the game becomii^ 
equal in force and in situation. 
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CHAPTEk II. 



The WkiU answering at the third mote with K. Kt. P. 
two ofuareMt without pushing it at the nest wwoe 
msother etep. 

1. 

jB. K. p. two squares. 
W. The same. 

2. 
B. K. B. P. two squares. 
W. K. P. takes it. 

3. 
B. K. Kt. to its B. third. 
W. K. Kt. P. two squares. 

4. 
B. K. B. to Q. B. fourth. 
W. If he advance K. Kt. P. another step ; this 
shall bethesubjectofthefollowingchapten 
If he play K. B. P. one step, Black takes 
K. Kt. P. with K. Kt., and White re- 
taking the Kt. with the P., Black mateti 
him in four moves. 
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And, if be move K. R. P. one step, this is 
only an anticipated move, and will be- 
come the same game, as is demonstrated. 
Wberefore at present he plays K. B. to K. 
Kt. second. 

5. 
B. K. R. P. two squares. 
W. K. R. P. one step. 

6. 
B. I'o keep the White embarrassed and sus- 
pended, he does not now take K. Kt. P. 
with his R. P., but plays Q. P. one step. 
W. The same. 

7. 
jB. Q. B. P. cue step. 



FIRST DEFENCE OF THE WHITE. 

W. If lie now push K. Kt. P. one step, Black 
retires his K. Kt. to its own square ; after 
which he will not want the means to re- 
cover the P. with an equality of tbe 
game. 
And, if he play Q. B.toadv.K. Kt. fourth.* 

* The error of the White in this, and the following defeace, 
is in this seventh move, in which, as his best, he ought also 
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8. 
B. Plays Q. to her Kt. third/ 
W. If he push Q. Kt. P. one step, Black takes 
K. B. P. with K. B. checking, and re- 
covering the Pawn, with a better game. 
If he defend K. B. P. with the Q. in any 
square ; Black taking Q. Kt P. with the 
Q., gains likewise the Rook. 
And, if instead, he retire Q. B. to K. R. 
fourth. 

9. 
B. K.R. P.takesK. Kt. P. 
W. P. takes the P. 

10. 
B. K. R. takes Q. B. 
W. R. takes the R. 

11. 
jB. K. B. takes K. B. P. checking; by which, 
in the sequel, he gains the R. and the 
game. 



SECOND DEFENCE OF THE WHITE. 



W. Q. B. to K. third. 

to play Q. B. P. one step : by which- move he would iireserre 
the Pawn in adTantage. 
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8. 
B. K. B. takes Q. B. 
W. K. B. P. retakes the B. 

9. 
B. Q. to her Kt. third. 

W. Q. to her B. square, to guard the two at- 
tacked Pawns. 

10. 
B. Exchanges the Pawns and Rooks on the 
King's side ; with a much better game, 
than his Adversary. 

OBSERVATION 

On the fifth move of the White. 

If the White at his fifth move, instead of 
playing K. R. P., should advance K. Kt. P. 
onejitep ; the following moves should take 
place. 

6. 
B. K. Kt. to adverse K. Kt. fourth. 
W. K. Kt. to the R. third. 

7. 
B. Q. P. one step. 
W. K. B. P. one step, enclosing theK. Kt. 
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8. 

B. Q. B. takes the doubled P. 

W. If he play Q. P. one step, Black leaps his 
K. Kt. to adverse K. third, gaining 
afterwards K. Kt. P. ; and, if instead, he 
play Q. B. P. one step. Black retires the 
attacked Kt. to the R. third, without fear 
of losing it; and will constantly have 
a good game, with the attack on the 
White. 



fl68 
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CHAPTER III. 



Wkiie at the fourth move, pushing K. Ki. P. out iUp, 

on the Adversmtys K» Kt. 



1. 

B. K. P. two squares. 
W, The same. 

2. 
B. K. B. P. two squares. 
W. K. P. takes the P. 

3. 
B. K. Kt. to its B. third. 
W. K. Kt. P. two squares. 

4. 
B. K. B. to Q. B. fourth. 
W. K. Kt. P- another step, on the Kt. 

5. 
B, Must not take K. B. P. with K. B. check- 
ing, having in view the successive check, 
with K. Kt. at adverse K. fourth ; this 
being a hazardous and unprofitable move, 
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notwithstanding what Lolli may have 
said on this subject. 
Neither is he to play K. Kt- to adverse K. 
fourth, from the multitude and uncer- 
tainty of the reciprocal attacks ; by which, 
besides the lost Pawn he might hazard 
more; 
But castles, K. to R. and R. to B. square.4^ 
W. P. takes the K. Kt. 

6. 
B. Q. takes the P. 

W. Q. to K. second, in defence of K. B. P., 
which is menaced by three pieces. Black 
taking the other P. with his Q. f 

7. 
B. Must not take the other P. with the Q., as 
was supposed by Salvio, by which White 



* The idea of leaTing, en prUe, the K. Kt gives place to 
such tn mcalcohble namber of moves, that it is almost above 
any capacity to demonstrate the issue conveniently : what 
however, it here proposed for the instruction of the Bfaiek 
and to excite ingenuity, ought suflkiently to persuade every 
ooe^ that he can leave the said Kt en frim, at least vrithout 
lots, and rather with advantage, iu forming an attack, ikilfiil 
enough to overthrow any less cautious adversary. 

t If V^Thite instead of phying Q. to K. second, should phy 
her to K. B. third, the Observations placed at the end of the 
present chapter will be of service. 
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would not want in that case, a very good 
and easy defence, demonstrated by LoIIi, 
at page 229 ; but plays Q. Kt to its B. 
third. 



FIRST DEFENCE OF THE WHITE. 

W. Q. to her B. fourth, attacking adrerK 
K.B. 

8. 
B. K. B. takes K. B. P. — checking. 
W. If he take the B. with the K., he is ruined 
by the Black taking the doubled P. with 
his Q. — checking. 
If he move his K. to Q. square. Black tsdces 
the Kt. with K. B., and then the other 
P. with the Q., having a very fine attack. 
And if he play K. to his second square, 

9. 
B. Still takes K. Kt. with K. B. 
W. K. R. takes the B. 

10. 
B. Kt. checks at adverse Q. fourth. 
W. K. as his best to Q. square, to guard Q. B. P. 
which will shortly be menaced by other 
1 leces. 
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11. 
B. Q. P. two squares. 
W. Plays the attacked Q. where he will. 

12. 
B. Q. B. takes the doubled P. forming a very 
advantageous attack, by the bringing out 
of his own Pieces. 



SECOND DEFENCE OF THE WHITE. 

W. Q. B. P. one step, to prevent Q. Kt. from 
leaping to adverse Q. fourth, attacking 
the Q. « 

8. 
B. Q. P. two squares. 
W. Q. P. one step. 

9. 
B. Q. B. takes the doubled P. 
W. If he play Q. B. to K. third, Black pushes 
Q. P. another step, making a very ad- 
vantageous attack. 
Therefore he plays Q. Kt to Q. second. 

^ If White at this, or the following move, shoald, insteid 
pit J K. Kt or K. B. to K R. third, Bkck can receive light 
from the moves in the third and fourth defence. 
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10. 

B. Q. B. takes Q. P. 

W. Q. takes the B. as. the best inoTe. 

11. 
B. K. B. takes K. B. P. checking. 
W. K. as his best to Q. square. 

12- 

B. K. P. another step, on the Q. 
W. Q. to K. second square. 

13. 
B. K. P. another step, on the Kt. 
W. Kt. to its third square ; because if he go to 
K. R third, Black would gain a Piece, 
first taking the other Kt wiUi the B. 

14. 
B. Q. P. one step, to adverse Q. fourth. 
W. If he do not take the P*^ Black advances it 
another step, compelling him to take it 
disadvantageously. 
If he take it either with the P. or Kt. 

15. 
B. Takes with the Kt. 
W. Takes the Kt. 

16. 
B. Q. retakes, checking. 
W. K. to Q. B. second square. 
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ff. Q. chedw At t^verae 1^. fourtb, gi^iuing the 
R. ]|iid the gmne* 



THIRD DEFENCE QF THE WHITE. 
W. K, Kt. to R. third. 

jB. Q. p. two sqqare«. 
W. K. B. to K. Kt. aecopci. 

9. 
j3. Q. B. takes die doubled P. 
W. If he castle, afla CqfabrUta^ Dlaiek leaps 
Q. Kt. to adverse Q. fourth; attacking 
Q. B. P. with two Pieces, and the Q. at 
(Hiine time. 
Therefore, instead » he plays Q. P. one step. 

10. 

B. B. takes the Kt. 
W. B. takes the B. 

11. 
B. Q. to adverse K. R. fourth ; attacking the 

adverse B. 
W. If he play Q, Q. to K. third, Blapjc bf 
pushiDg Q. P. another step, gains a B. 
)f, ioptefid, he pl^iy Q. tp K. ^. fKjDare, in 

8 
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defence of the B., Black takes K. E P. 
with K. R., attacking the adverse Q.,«^ 
threatening a very pernicions check by 
discovery from the Q., 
And, therefore, he plays Q. to K. Kt. fourtb. 

12. 
B. Q. takes K. B. P. — checking. 
W. K. to Q. square. 

13. 
B. Q. Kt. to adverse Q. fourth. 
W. Q. retires to K. Kt. second. 

14. 
B. Kt. takes Q. B. P:, becoming superior io 
force and in situation. 



FOURTH AND LAST DEFENCE OF THE 

WHITE. 

W. K. B. to the R. third. 

8. 
B. Q. P. two squares. 
W. Q. B. P. one step. 

9. 
B. Q. B. takes the doubled P. 
W. If he retire the B. to the Kt. second, Bhds 
plays Q. B. to adverse Q. thirdi attack* 
inf( the adverse Q. 
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If, instead, he take the B. with B., Black 
takes the B. with the Q., and, whatever 
White may do, Black will not want the 
means to restore the loss proceeding 
from the Gambit, and from the sacrifice 
of the K. Kt. 
And, finally, if White, not willing to be the 
first to take the B., plays Q. P. one step, 

10. 
B. B. takes the B. 
W. Kt. takes the B. 

11. 
B. Q. to adverse K. R. fourth. 
IV. Q. to the B. square, in defence of the Kt. 
and of the B. P. 

12. 
B. K. R. to adverse B. third, redoubling the 

attack 00 the Kt. 
W. Kt. to its own square. 

13. 
B.' K. R. takes the B. P., having a game won 
by its nature. 

OBSERVATION 

Oil the sixth mote of the White. 

If the White at his sixth move, instead of 
playing Q. to K. second, as is supposed 

s 2 
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in the present Ck^iter, shottld pb; her 
to tbe B. tbifd, flome lifhi will be gireo 
to the Black in the foHowing noyes. 

7. 

B. Q. P. two squares. 

IT. Q. takes the Q. P. 

0. 

B. K. B. takes K. B. F.-~cbecking. 

W. K. takes the K. B. for his best. 

9. 

B. Q. B. takes the doubled P. on the B. file, 
threatening a check by discovery. 

W' K. Kt. to its B. third. 

10. 

B. Q. B. takes Q. B. P. 

W. If he take Q. Kt. P. with his Q., menacing 
the H., Black advances K. P. another 
step : then White playing K. B. to the 
Kt. second, Black must not now take 
the Kt. with the P., but play Q. Kt. to 
its B. third. 
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CHAPTER IV. 



OnilU Check irfike A4Hrmfi Qiiefii «f BUoVt Kmg*4 
Rook* t fourth ifuart^ Mth€teea$i4maw€. 

1. 

B. K. P. tHw squares. 
W. The mne. 

2. 
B: K. B. P. two squares. 
W. Q. checks at «dv. K. R. {fourth. 

3. 
B. Covers, by playing K. Kt. P. one step. 



FIRST DEFENCE OF THE WHITE 

W. Q. to K. second. 

4. 
B. K. B. P. takes K. P. 
W. Q. takes the P. 

5. 
B. K. B. to K. Kt. second. 
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Here White cau answer in three ways : 

In the first place j 
W. K. B. to Q. B. fourth, aiming to fake K. 
Kt. 

6. 
B. K. Kt. to K. second, threatening to push 

Q. P. two squares. 
W. Q. Kt. to its B. third. 

7. 
B. Q. B. P. one step ; after which, playing Q. 
P. two squares, will have composed a 
better game. 

In the second place^ 

r 

W. Q. P. two squares. 

6. 

B. The same. 

W. Retires Q. to K. third. 

7. 

B. K. P. another step, as his best. 

W. If he play Q. B. P. two steps, to disunite the 
adv. Pawns, Black brings out Q. Kt. to 
its B: third, secure that White, in a few 
moves, will lose either a Pawn, or the 
convenience of castling. 
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If, instead^ he play Q. Kt. to its B. third. 
Black plays K. Kt. to K. second, thence to 
leap it to K. B. fourth ; after which, cast- 
ling opportunely K. to his R., and R. to 
K. square, Black will have a game, more 
happily situated than that of the Adversary. 

And, finally, if he bring out K. Kt. to its 
B. third, to be prepared to castle, Black 
playing K. B. to the R. third, gains a 
piece. * 

In the third place j 
\ K: Kt. to its B. third. 

6. 
. Q. P. two squares. 
\ Q. checks at her R. fourth. 

7. 
Q. B. covers. 
\ Retires Q. to her Kt. third. 

8. 
K. P. another step, to adv. K. fourth. 

Therefore the White at his sixth move, instead of playiog 
lo K. third, where she is too moch exposed to annoyance, 
iM do better if he retired her to K. second : unce Black 
ancbg K. P. another step. White, by plajing Q. B. to K. 
1, fortifies his game ; although it would be still more shut 
han the Bbck's. 
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W. IthA take ^. Kt. 1>. With tbe ^., llick 
)>1aying 0. B. to its thMI, ifltemaidi 
gditis the kt. 
^ Atad if, iiisteiid, be catkrjr lisD.lo K third, 
or Mft Am tijte uttactod Kt to flb lolrn sq., 
be wfll, tadlF^irfthsrtataditag, have )i«oiifiiiel 
gdcnie, and inferior also, bjr fbe miion md 
adVattc^ position of the Adversary's 
cenrtnd pawns. 



SECOND DEFENCE OF THE WHITE. 

W. Q. to K. B. third. 

4. 

B. Provided he do not n^h to redoce the gssoe 
to the force of the preceding defence, bj 
taking K. P., he pushes K. 6. P. aAotbar 
step. 

W. If he push K. Kt. P. one step, Black is not 
to take it, neither is he to posh the Hi. 
P. to the Kt. fourth, to expose bimsdf 
to the check of the suhr. Q. at adv. K. lEL 
fourth ; but bring out bis Q. to K. B. 
third. 
And if he play K. B. to Q. B. fourth, 

5. 

B. K. Kt. to its B. third. 
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W. If be moye Q. P. one step, Black pushing 
Q. P. two squares, gains the Q. or the 
B. ; and playing, instead, Q. Kt. to its 
B. third, 

6. 

B. Q* B. P. one step. 

W. If ^e Yiotr push Q. P. one Mep, Black 
playing Q. P. two squares, likewise gains 
the Q. or the B. 
And doing any thing else, he will still have 
an inferior opening, by which he will 
remain -Subject to a^sen^le defience ; this 
being derived from his second move, at 
which, instead of checking with the Q. 
he ought to have profited %y the advan- 
tage presented by the Kfn^ Glunbit, 
faking the Adversary's K. B. P. with his 
K.P. 
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INSTRUCTIONS TO THE BLACK, 
ON HIS PROPER DEFENCE, 

THE ADVERSARY HAVING THE BIOVB. 



CHAPTER I. 



The While playing at hit third move K. R. P. two foaret, 

1. 

W. K. P. two squares. 
B. The same. 

2. 
TV. K. B. P. two squares. 
B. K. P. takes the P., being his best move. 

3. 
W. K. R. P. two squares. 
B. K. B. to K. second. 

S I. 

4. 
W. K. Kt. to its B. third. 
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B. Q. P. one step. 

5. 
W. Q. P. two squares. 
B. Q. B. to adverse K. Kt. fourth. 

6. 
W. If he play Q. Ku to Q. second, Black plays 
out K. Kt. to its B. third, theuce to ad- 
vance it to R. fourth, or to castle accord- 
ing to the idea, not much unlike this, im 
Chap. IX. of Book III. of Salvio;. hav- 
ing a game much superior in situation 
to his Adversary's. 
And if, instead, he take the doubled P. with 
Q.B., 
B. K. B. takes K. R. P. — checking. 

7. 
W. If he take K. B. with the R., Black must 
not take the R. with the Q., because he 
would lose a Piece ; but first take the Kt. 
with the B. attacking adv. Q. ; and then 
take the R. with the Q., gaining a R. for 
aB. 
And if, instead of taking the B. with the 

R., he cover the check with the Kt. P., 
Retires the attacked B. to K. Kt. fourth, 
constantly preserving the Pawn in ad- 
vantage ; and if, at the eighth move fol- 
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lowiDg, White should triEe K. B. wkh Q. 
B., Black must not take it directly, bat 
first take the Kt. wilh dieB. 

S II. 

4. 
W. Q. to K. Kt. fourth. 
B. &. Kt. toits B. tbii4. 

Here White can take with the Q. either the 
K. Kt. P., or the doubled P., and there- 
fore, 

In the first pUtce, 
5. 
W. Q. takes the K. Kt. P. 
B. K. R. to its Kt. square. 

W. Q. to adv. K. R third. 
B. K. B. to Q. thin]. 

7. 
W. K. R. P. another step, that the Q. may not 

be shut up by the R. 
B. K. R. to adverse K. Kt. fourth, threatening 

to shut up the Q. by playing the K. B. to 

its square. 
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8. 
W. As the only remedy, K. P. another step. 
B. Takes the said P. with the B., having con- 
stantly a game of great advantage. 

In the second place^ 
5. 
W. Q. takes the doubled P. 
B. Castles K. to hisR., and R. to K. square. 

6. 
W. If he play Q. P. one step, Black pushes 
Q. P. two squares ; 
And playing, instead, K. P. another step, 
on the adverse Kt., 
B. Retires the Kt. to its own square, after- 
wards to advance K. B. P. one step ; 
always retrieving the P. in advantage. 
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CHAPTER 11. 



The White playing at hU third mawe K. KL to ii$ B. tldri. 
and then K. R, P. twosf9ure$ 

1 

W. K. p. two squares. 
B. The same. 

2. 
W. K. B. P. two squares. 
B. K. P. takes the P. 

3. 
W. K. Kt. to its B. third, to evade the check of 

the Q. at adv. K. R. fourth. 
B, K. Kt. P. two squares. 

4. 
W. K. R. P. two squares. 
B. K. Kt. P. another step, for his best. 

5. 
W. K. Kt. to adverse K. fourth. 
B, Although he can play K. R. P. two squares, 
as is supposed by Salvio, at Chap. XXI. 
of Book IV. ; by the Anonymous Mode- 
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nese, at Chap. XX. ; and, finally, by 
Philidor, in the first Back Game of the 
first Gambit; likewise K. B. to K. se- 
cond, the moves occurring as in Lolli, 
page 219, lett. (c.) ; nevertheless, the best 
defence is Q. to K. second. 

§ I. 

6. 
W. Q. P. two squares. 
B. K. B. P. two squares. 

7. 
W. If he take it with K. P., he loses a Piece ; 
And therefore he rather takes the doubled 
P. with Q. B. 
B. Q. P. one step. 

8. 
W. Q. B. to adv. K. Kt. fourth. 
B. Covers the Q. with the Kt. at B. third ; sure 
of afterwards gaining, at least, the K. P. 

§11. 



6. 
W. K. Kt. takes the K. Kt. P, 
fi. K. B. P. two squares. 
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7. 

W. K. Kt to its B. second. 
B. K. B. P. talies K. P. 

8. 
IF. Q. checks M 9dv. |C. R. fourth. 
B. K. to Q. square. 

9. 
W. Q. to adr. K. B. fourth, on the two pawns. 
B. K. P. another square, to adv. K. third. 

W. Q. P. takes K. P. 
B. K.B. P. retakes the p. 

W. K. Kt. to its fourth square. 
B. K. Kt. to its R. third. 

12. 
W. Kt. takes the Kt. 
B. B. retakes the Kt. 

13. 
W. Q. Kt. to its B. third. 
B. Q. B. P- one step. 

14. 
W. Kt, to Q. square, on the P. 
B. Q. P. two squares. 

1&. 

W. Q. to her third square. 

B. K. R. to K. sq., constantly preserrin|f tht 
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P. in advantage; and if White ahould 
rather play Q. B. P. two squares, or any 
other indifferent moye. Black can advance 
his Q. to K. fourth, menacing a very per- 
nicious check at adv« VL Kt third. 



OBSERVATION 

ON THE FIFTH MOVB OF THB WHITE. 

If the White at the fifth move, iiistead of leap- 
ing the attacked Kt. to adv. K. fourth, should go 
to adv. K. Kt. fourth ; Black must not directly 
move the K. R. P. on the Kt., but, as his best 
move, is to push Q. P. two squares ; then, if 
White advance K. P. another step, or defend it 
with Q. P. one step, Black playing his K. R. P. 
one step, gains the Kt. ; and if, instead, he take 
Q. P. with K. P., Black plays K. Kt. to ite B. 
third, having constantly a very fine attack. 
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CIJAPTER m, 

The White at his third move piling K. Kt. to its B. third, 

and then K. B. to Q. B. fourth. 

1. 

W. K. P. two squares. 
J9. The ^upe. 

a. 

Wi K.. 6. P. twQ squares. 
B. K. P. takes the P. 

3: 
IF. K. ICt. to iUB. third, 
B. iC. Kt« IP- two squares. 

4. 

TK. K. B. to Q, B, fourth. 

B. Mufitnpt^vance K. Ki. P. apoth.^ atqi| 
from the multitude and uncertainty of 
the reciprocal attacks, expounded by 
Salvio, by the Anonymous Modenese, 
and more diffusely by Lolli, in Chap. 
XXI. and XXII., and by which he would 
hazard the loss of the Pawn ; but should 
play K. B. to the Kt. second, restraining 
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the adv. K. Kt., that he do not advance Id 
adv. K. fourth. 

§1. 

5. 

W. K. R. p. two squares. 
B. K. K. P. one step. 

6. 
W. K. R. P. takes K. Kt. P. * 
B. K. R. P. retakes the P. 

7. 
W. K. R. takes the K. R. 
B, K. B. retakes the R. 

Here White can play cither Q. P. tWB 
squares, or K. Kt. to the R. second, to 
open the Q., and, therefore. 

In the first placet 
8. 
IV. Q. P. two squares. 
B. Q. P. one step. 

9. 
JV. K. Kt. to adv. K. fourth. 

• If, tasletii of takisg. he sliouM phj Q. P. ^ne or tM 
squ^reSp Black smsire rt witb Q. P. ont »tcp. 

T 2 
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B. Q. P. takes the Kt. 

10. 
W. Q. to adv. K. R. fourth. 
B. Q. to K. B. third. 

11. 
W. Q. P. takes the P. 
B. Q. to K. Kt. second. 

12. 
W. The doubled P. one step, to adv. K. third. 
B. K. Kt. to its B. third. 

13. 
IF. P. takes the P. — checking. 
B. K. to his B- square. 

14. 
W, Q. to K. B. third, threatening to mate with 

her at her R. third. 
B. Q. Kt. to its B. third. 

15. 
W. Q. checks at her R. third. 
B. Kt. covers at K. second. 

16. 
W. Q. B. to Q. second. 
B. K. Kt. takes K. P. 

17. 
W. Q. B. to Q. Kt. fourth. 
jB. Q. to K. fourth, remedying all the attacks 
with the constant advantage of a Piece. 
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In the second place j 
8. 
W. K. Kt. to the R. second. 
B- Q. to K. second. 

9. 
W. Q. P. one step. 
B. Q. B. P. one step. 

10. 
W. Q. to adv. K. R. fourth. 
B. K. B. to K. Kt. second. 

11. 
W. If he advance Q. to adv. K. R. second, on 
the two pieces, Black plays K. to his B. 
square, with intent to play K. Kt. to the 
R. third; then to push Q. P. two 
squares, to shut up the adv. Q. with Q. 
B. at K. B. fourth. 
And therefore, instead, he returns K. Kt. 
to its B. third, on the K. Kt. P. 
B. K. B. to its R. third, having a strong ganne, 
and secure of sustaining the P. ; and if 
White should rather play K. Kt. P. one 
step, to put his Q. B. in action ; Black 
pushing Q. P. two squares would gain 
another Pawn. 
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§H. 



5. 
W. Q. P. tiro squares. 
B. Q. P. one step. 

6. 
W. If be advance K. P. another step, Blade at- 
tacks K. Kt. with his K. Kt P.; then 
checks with Q. at adv. K. R. fourth* gain- 
ing afterwards the said K. P. 
If, instead, he posh K. Kt. P. one step, to 
open a passage for Q. B., Black still at- 
tacks K. Kt. with K. Kt. P. one step, 
and then advances the doubled P. ano- 
ther step, to adv. K. B. third. 
Lastly, if White rather castles K. to his R, 
and R. to B. square. Black plays K. Kt. 
to the R. third, to castle in imitation of 
theWhite ; having constantly a good game* 
with the advantage of the Pawn. 



KINO 8 GAilliQIT. 



OBSERVATION. 



Ttftisil h!re the principal tnoves of the tnost sim- 
ple defence against the King's Gambit, and, 
on the whole, the most secure to preserve the 
advantage of the Fawn ; reprobating die opibion 
of those, who, under the pretext of not dis- 
composing the usual synunetry of the CSame, re- 
fuse to sustain the said advantage of the iP^wn ; 
not only because they then remaih inferior in 
situation, but because a Fbyer ought never to 
let slip an advantage, which, well taken care of, 
can render him victorious. 
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SIXTH AND LAST OPENING 



ox THE 



QUEEN'S OAmBIT, 

WITH 

A FINAL INSTRUCTION TO THE BLACK, 

ON Ills PROPER DEFENCE: 
THE ADVERSARY HAVING THE MOVE. 



Although the Queen's Gambit, and the other 
games from this side, may be, for the most part, 
ofa languishing nature, because they do not tend 
immediately to the attack of the King, but are 
as skirmishes for some small booty ; neverthe- 
less, it being known on the one hand, that play- 
ing the Queen's Pawn at the first move, is the 
best, after that of tft King ; and, on the other, 
the Queen's Gambit having its adherents, I have 
thought proper in this last Opening, to explain 
it ; that the work may not be deficient in any 



queen's gambit. 297 

point, and that the lovers of the Game may not 
be deprived of any part of 't. 

He who plays the Queen's Gambit, is sure of 
recovering, at least, the Pawn, as will be demon- 
strated ; therefore, he who defends it, ought 
not to seek with useless efforts, to preserve the 
said advantage, as Salvio and Carrera have done ; 
but should certainly regulate himself on other 
views, which will be fully explained in the de- 
fence here adopted amongst all others as the 
best. 

I shall close the present Opening, and, at the 
same time the second Piart, with a final Chapter, 
in which it is supposed, that the Adversary hav« 
ing the move, after the two Queens's Pawns, 
instead of playing the Gambit, brings out the 
Queen's Bishop to the King's Bishop's fourth, in 
imitation of the Opening from the King's side, 
which will throw more light on the Games, which 
may be attempted from the side of the Queen. 
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CHAPTER I. 



Tki Wkitt at ki$ teoand maw Mimg Q. A P. vOft 

his Q. P. 

1. 

B. Q. P. two squares. 
W. The same. 

2. 
B. Q. B. P. two squares* 
W. Q. P. takes Q. B. P. 

3. 
B. K. P. two squares.4^ 
W. Q. Kt. P. two squares, to sustain the P. in 
advantage, f 

4. 
B. Q. R. P. two squares. 

* Vide, Notice at the end of the present Chapter. 

fThis move produces m very inferior opening; dbcooccrt* 
ing on that side, his own game, to preserve an advantage, 
which he cannot sustain ; instead of which he ought rather 
to play K. P. two squares, as will be noted b the Instiuc- 
tiens to the Black. 
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W. If he take the P. with Q. Kt. P., Black will 
clearly recover the two P^wds. 
If, instead, he play Q. B. to Q. second, or 
to R. third, Black take^ Q. %X. P. with 
his R. P. ; and White retaking the P. 
with the Bm Black pushes Q. Kt. P. ose 
step, and will hare a litroog game, and 
better opened ; principally by the union 
of his Pawns, where the Adversary haa 
only two disunited. 
Finally, if he push Q. B. P. one step, 

5. 
B. Q. R. P. takes Q. Kt. P. 
W. Q. B. p. retakes the P. 

& 
JB. Q. Kt. P. one step. 



FIRST DEFENCE OF THE WHITE. 



W. Q. to her B. second. 

7. 
B. Q. Kt. P. takes the P. 
W. Q. Kt. P. retakes the P. 

8. 
B. Q. checks at her R. fourth, and then takes 
the other P. 
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SECOND DEFENCE OF THE WHITE. 

W. Q. B. P. takes Q. Kt. P. 

7. 

B. K. B. takes Q. Kt. P.— checking. 

W. Covers with what be will. 

8. 

S. Q. takes the other P. becoming equal io 
force, with the advantage of situation, 
principally by the two Pawns ita the centre. 



THIRD DEFENCE OF THE WHITE. 

W. Q. B. to Q. R. third. 

7. 
B. Q. Kt. P. takes the P. 
W. Q. Kt. P. retakes the P. 

S 
B. Q. R. takes the B. 
W. Q. Kt. takes the R. 

9. 
B. Q. checks at her R. fourth. 
W. Q. covers at her second square. 

10. 
B. Q. takes Q. Kt. 
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W. If he take Q. P. with Q., Black checking 
with Q. at adverse Q. B. thitrd, gains the 
Q. R. and the game. 
And if, instead, he play Q. R. to Q. square, 

11. 
jB. K. B. takes the P. in Q. B. file, and will 

have a game won by its nature, since 
W. If he take Q. P. with Q., Black checks with 
the B. at adverse K: Kt. fourth ; and 
White is obliged to lose the Q., covering 
with her to avoid the mate. 
And if, instead, he play the R. to B. square, 

12. 
B. Still plays the B. to adverse Kt. fourth ; 
then if White take Q. B. with the Q. R. 
checking. Black plays K. to Q. ^second 
square, having evidently as much the ad« 
vantage, and wins the game. 



FOURTH AND LAST DEFENCE OF THE 

WHITE. 

W. Q. Kt. P. another step. 

7. 
B. Q. Kt. P. takes the P. 
W. Q. R. P. two squares. 
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B. Q. B. to K. & fourth. 
W. Q. Kt. to Q. second. 

9. 

B. Must not advance any Pawn, that be may 
not spoil his positioa ; but play oat K. 
Kt. to its B. third, hairing a better game, 
than his Adversaiy. 

NOTICE TO THE BLACK, 
On his third move. 

Although it ha§ been insinuated to the Black 
to push, at his third move, the King*8 Pawn t?io 
squares, as a move more conformable to the 
rules already established, than that of pushinif 
it one step only ; we ought not, hotwver, to con- 
demn the player who practises this last method, 
with which he nevertheless recovers the lost 
Pawn in a few moves; anil also give& place to 
certain combinations, in which he may profit 
from the error of a less expert Adversary ; as is 
proved by the moves here added, as tbe finish df 
the present chapter. 

B. K. P. one step onJy. 



quben's QiMmm. SOS 

W. If he push K. P. *wo squares ; Black ad- 
vfttuses Q. P. amotber step^ and the game 
will be equal. 
And if, instead^ be push Q. Kt P. tvM 
squares. 

4. 
B. Q. R. P. two squares. 

Here White can diefend himself in three wayt^ 

In the first jdao6y 
W. Q. Kt. P. takes Q. R. P. 

5. 
M. K. fi^ takes the dcmbled P. 
Wh Q. BL to Q. second, in defence of the 
doubled P; in the Rook'B file. 

6. 
B. Q, to K. B. third, making a double attack, 
by M'hich White must either lose the R, 
or be mated in three moves, 

In the second place, 
W. Q. B. p. one step. 

5. 
B. Q. R. P. takes Q. Kt. P. 
W, Q. B. P. retakes the P. 

6. 
B. Q. to K. B. third ; gaining a Piece by force* 
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In the third pkuXi 
W. Q. B. to its R. third, or to Q. aeoond. 

5. 
B. Q. R. P. takes Q. Kt. P. 
W. Q. B. retakes the P. 

6. 
B. Q. Kt. P. one step. 
W. Q. to her fourth square. 

7. 
B. Q- Kt. P. takes the P. 
W. B. retakes the P. 

8. 
B. Q. checks at her R. fourth ; gaining the B. 
which, for his best, he ought to take 
with the Q. not with the B. 
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CHAPTER 11. 



The White playing the Counter Gambit, he alto moving 
Q. B. P. two equares at the second move. 



1. 



B. Q. p. two squares. 

W. The same. 

2. 

B. Q. B. P. two squares. 

W. The same. 

3. 

B. Must not play out Q. Kt. to its B. third, as 
Salvio and others taught, but resolve the 
engagement of the Pawns, taking Q. B. P. 
with Q. P. 



FIRST DEFENCE OF THE WHITE 



W. Also takes Q. B. P. with Q. P. 

4. 
B. Q. checks at her R. fourth; 
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W. If he cover with the Kt. at Q. second, Bhd, 
advancing the P. to adverse B. third, 
will have a very superior game ; 
And if he cover differently, 

5. 
B. Q. takes the other P. and will remain cod- 
stantly with the advantage of a Pawn. 

SECOND DEFENCE OF THE WHITE. 

W. Q. checks at her R. fourth. 

4. 
B. Covers with the Q. 

W. Q. takes the Q., that he may not lose a 
Pawn. 

5. 
B. Q. Kt. retakes the Q. 
W. P. takes the P. 

6. 
B. Kt. retakes the P. 

Here White can play K. P. one step, or Q. 
Kt. to Q. second ; and, therefore. 

Firstly, viz. 
W. K. P. one step. 

7. 
B. Kt. checks at adveree Q. third. 
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W. B. takes the Kt. 

8. 
B. P. retakes the B. 
W. K. Kt to its B. third. 

9. 
"B. K. B. P. one step. 
W. Castles, in any manner. 

10. 
jB. K. P. two squares. 
"W. K. P. one step, to K. fourth. 

11. 
B. Q. Kt. P. one step. 
W. K. R. to Q. square. 

12. 
B. Q: B. to its R. third. 
W. K. Kt. to K.' square. 

13. 
B. R. to Q. square, remaining with the ad' 
vantage of the P. 

Secondly, 
W. Q. Kt. to Q. second. 

7. 
B. Q. Kt. P' two squares. 
W. Q. R. P. two squares. 

8. 
B. Q. B. to its R. third. 
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W. Q. R. P. takes the P. 

9. 
B. B. retakes the P. 
W. Q. R. to adverse Q, R. fourth. 

10. 
B. Q. R. P. one step, thus securing the P. in 
advantage.<^ 



THIRD DEFENCE OF THE WHITE. 

W. Q. P. another step, to adverse Q. fourth. 

4. 

B. K. Kt. to its B. third, redoubling the attack 
on Q. P. 

W. Q. Kt. to its B. third. 

5. 

B. Q. R. P. one step. 

W. If he check with Q. at her R. fourth, Black 
covers with Q. Kt. P. two squares, aud 
White taking it with Q. Kt., Black plap 
Q. B. to Q. second, gaining the Kt. 

* If White should take the P. with the Kt, Black mast 
not retake the Kt. with the B.; because White, takii^ the Kt 
with the R., would become eqvoA id Ptowns ; but he most kip 
the Kt. to adverse Kt. third, and would have a greater ad- 
vantage. 
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Wherefore, instead, he will play K. P. two 
squares. 

6. 
B. Q. Kt. P. two squares. 
W. If he push Q. R. P. two squares, Black, at- 
tacking the Kt. with the P., gains R. P. 
And, therefore, he plays Q. R. P. one step 
only. 

7. 
B. K. P. one step. 

W. If he take the P. with the P., Black, after 
the exchange of the Queens, will retake 
the P. with Q. B., constantly preserving 
the first advantage. 
And if White will not take the P., 

8. 

B. Can play out K. B., castling afterwards, with 

a better game than his Adversary. 
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INSTRUCTIONS TO THE BLACK ON 
THE QUEEN'S GAMBIT, 



THE ADVERSARY HAVING THE MOVE. 



A SINGLE CHAPTER. 



1. 



W. Q. P. two squares. 
B. The same. 

2. 
W. Q. B. P. two squares. 
B. Q. P. takes Q. B. P. 

§1 



3. 
W. Q. checks at her R. fourth. 
B. Q. B. P. covers. 

4. 
W. Q. takes the doubled P. 
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K. P. two squares. 

5. 
. K. P. takes the P. 
Q. checks at her R. fourth, and recovers the 
P. : And here I will observe, that if White 
to defend the P., should cover the check 
with Q. at her B. third, Black should 
play K. B. to adverse Q. Kt. fourth. 

3. 

• K. P. one step. 
K. P. two squares. 

4. 
. If he take K. P. with his Q. P., Black ex- 
changes Queens, and then regulates him- 
self as will be no ted in the following §111. 
If, instead, he take the doubled P. with K. 
B., Black, taking Q. P. with his K. P., 
will have a better game, in consequence 
of the isolated P. ; which, after the ex- 
changes, the Adversary must have. 
If he advance Q. P. one step. Black plays 
Q. B. P. one 8tep.<^ 

' If the White defend Q. P. with K. P. pushed another 
y, Black plays K. B. to Q. B. fourth, having a good open 
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Finally, if he check with Q. at her & 
fourth, 
B. Covers with the Q. as his best move. 

5. 
W. If he take the P. with the Q., Black, taking 
the P. with tibe P., wilt have a better 
gaDDM^, in consequence of the Adversary's 
iaolal^ Pawn. 
And if Q. take the Q. 
B. Q. Kt. retakes the Q. 

6. 
W. If he take the P. with the B., he will have 
an isolated Pawn ; Black taking theQ.P. 
with his K. P. 
And, taking the P. withQ. P., 
B. Kt. retakes the P. 

7. 
W. If he play Q. Kt. to Q. second. Black plays 
K. B. to adverse Q. Kt. fourth. 
And if, instead, he push K. B. P. on 
the Kt., 
B. Kt. checks at adverse Q. third ; being ena- 

ing of the game; and defending it with K. B., which takes the 
P. at Q. B. fourth, Black plays out K. Kt to its B. thiid ; 
forcing the White, in a few moves, to lose a PawD, or the 
cQBTenieiice of casthog, through the exchai^ Qf Qneeos 
which wiU follow. 
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bled constantly to defend the P. in ad- 
vantage. 

§UI- 

3. 

W. K. P. two squares, as the best nu>ve. 
B. The same. 

4. 
W. If he take the doubled P. with K. B., Black 
takes Q. P. with the Q.; and will remain 
constantly with the advantage of a Pkwu^ 
and a better situation* 

If he check with Q. at her R fourth, Black 
covers with Q. at her second square, as 
is hinted in the preceding §* 

If, instead, betake K. P. with Q. P., Black 
takes the Q. with the Q^— checking ; and 
White, retaking the Q. with bis K.» 
Black must not attempt uaslessly to 
sustain the P. ia advantage, but bring 
out Q. Kt to its a third.* 

Finally, if he push Q. P. another step, 

• Then, if White piMb K. B. P. two 8q«rtt» Biaeh plajw 
K. B. P. one step ; being aUe still to maintain himselfy at leait, 
equal in Pawns, and in some advantage of situation. 
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B. K. B. P. two squares. 

5. 
W. Q. Kt to its B. third. 
B. K. Kt. to its B. third. 

6. 
W. K. B. P. one step. 
B. K. B. toQ. B. fourth. 

7. 
W. K. B. takes the doubled P. 
B. K. B. P. takes K. P. 

8. 
W. P. retakes the P. 
B. K. Kt. takes the P. 

9. 
W. Kt. takes the Kt. 
B. Q. checks at adverse K. R. fourth. 

10. 
W. Covers with the Kt. 
B. Must not take the B. with the Q., because 
• White would give a pernicious check 
with Q. at adverse K. R. fourth ; but 
takes the Kt. with the B. 

11. 
W. R. takes the B. 
B. Q. takes K. R. P. with a superior game. 



qubbn's gambit. 315 



CHAPTER THE LAST. 



In which WhiU pUnfi at hu uamd move, after th§ two 
Queen's Pawns, Q. B. to K. B. fourth. 

1. 

W. Q. P. two squares. 

B. The same. 

2. 

W. Q. B. to K. B. fourth. 

B. The same. 

§1. 

3. 
W. K. P. one step, to open the Q. and K. B. 

B. The same. 

4. 

W. If he push Q. B. P. two squares, Black 
must not check with the B, as Carrera 
taught, but first take Q, Kt. with the B., 
afterwards giving the said check, by which 
he takes from the adv. K. the conve- 
nience of castling. 
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And if, instead, he play Q. Kt« to Q. second, 
B. Does the same. C^ 

5. 
W. Q. B. P. two squares. 
B. Must not take it, because White would ad- 
vance K. P. another step, with some ad- 
vantage of aituatioft ; but oiust; alao^ push 
Q. B. P. two squares. 

6. 
W. If he take Q. B. P. with Q. P., Black re- 
takes it with the Kt., and White taking 
the other P. with the P., Black will re- 
take the P. with the Q., the Game be- 
roming equal. 
And if, instead, he take Q.P. with Q. B. P., 
B. Also takes Q. P. with his Q. B. P. 

7. 
W. If he retake it with K. P., Black doing the 
same, hjs a perfectly equal game. 
And if, instead, he take K. P. with the other 
Pawn, 
B. Retakes U wiUi Q. B. 

8. 
W. K. P. takes the other P. 
B. Q. to her Kt. tLdrd, on the two Pawns. 

9. 
W. Q. Kt. to its third square* 
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B. K. B. ckerks «t«dv. Q. Kl. IbnrA, rectveriug 
tlw P. at least, with an open aitd aecure game. 

§11. 

3. 
W. K. B. P. one step, intending to place the 
tfro centre Pawns at the foaidi squares. 
B. K. Kt. to its B. thini. 

4. 
W. Q. Kt. t« ii» 6. thind. 
B. K. P. one step, threatening to attack the said 
Q. Kt. witJh kis K. B. 

5. 
W. Q. R. P. one step. 
B. K. Kt. to its R. fourth. 

«. 
W. If he retire the «Macked B. to Q. secoMi, 
Black checks with Q.«t adv. K.R. fourth, 
having a fine attack. 
If he play Q. to Ikt second square, in de- 
fence of the B., Black takes tte B. a»d 
then gaias Q. B. P.^ taking it with the 
B.* 

* Not fearing an instant the bringing Q: R. to its B. square; 
sbce Black would play K. B. to Q. third, attacking the adr. 
Q. ; by which he would secure the acquisition of the Piwn. 
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If the said attacked B. take Q. B. P., Bbsk 
retakes it with his Q. ; and Wfcite, posh- 
ing K. Kt. P. two squares ; Black leaps 
the attacked Kt to adv. K. Kt third. 
If he play the said B. to adverse K. foorth, 
Black attacks it with K: B. P. ; then, if 
White push K. Kt. P. two squares, 
Black takes the B., threatening also 
the above-mentioned pernicious cheidL 
with the Q. 
Finally, if he retire the B. to K; Kt. 
third. 
B. Takes the said B. with the KU 

7. 
W. K. R. P. takes the Kt. 
B. Q. to K. Kt fourth. 

8. 
W. The doubled P. to the Kt. fourth. 
B. K. B. to Q. third, threatening the mate. 

9. 
W. K. R. togits third square. 
B. Retires Hiie attacked B. to K. Kt third; 
with a game, certainly, not inferior to his 
Adversary. 



THB 



INCOMPARABLE 

GAME OF CHE88 



PART III, 



ON THE ENDS OF GAMES. 



Id the following parties, which form the com- 
pletion of this work, the final issue will be found 
noted, but the solution omitted, It is hoped 
that this novel idea will be equally agreeable to 
the lovers of the game, as it has been to the 
author ; to the first, because they Vill be enabled 
themselves to become judges of the improve- 
ment they have hitherto made ; to the second, 
because he could not better make known the 
subtlety of these parties, than by the difficulty 
of finding the devdopement of them. For it is 
necessary to deduce the reasoning from our own 
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foundation ; and in order that the Gordian knot 
might appear more intricate, the inventor did 
not discover the artifice of it. Any one, not beii^ 
enabled to hit the mark, may impute it to any 
thing, but the author, cm* the press ; it being 
certain that this part of the work revised and 
examined many times with the gretftest aocuiacy, 
is free from every sort of error. 



